

'IWCP HAG till 2 

146330 

0 h,, 4549{i"6y u, 

f r ^- ' 


















thrsOUrce 


Bflmo*K*2O0i0 H ,^ IS 
Twvolvo Talc*: Conker 





















*527.95 Cdn 


TO ORDER CALL TOLL FREE: 

1 - 800 - 255-3700 

OR U5E THE ATTACHED ORDER FORM 


There ere a lot of new Nintendo games 
taking center stage, but if you don't get 
Nintendo Power magazine each month. 
It could be you who takes a final bow. 


Why? The answer's as dear as a note from 
an Ocarina. Because only Nintendo Power 
brings you directly to tha source of Ota 
strategies, secret codes, and tips that 
separate the stars from the wannabes. 


At only SI9.95* a year, you get 12 issues delivered 
right to your door that'll keep you in the groova 
every tima you step up to play. Not to mention a 
January Bonus issue, and Super Power Stamps to 
spend like cash on some very happening 
accessories from tha subscriber-exdusiva Super 
Power Supplies Catalog. You even get a FREE 
Player's Guide or tha Banjo-Kazooie Soundtrack CD. 


So get on the horn and order today. With hits like 
Major League Baseball featuring Man Griffey, Jr l, 
F-Ztro K Twelve Tales: Conker 64, along with tha 
most anticipated smash hit of the year. The Legend 
of Zetda: (Ocarina of Time, ail coming your way-you 
don't want to wind up just soma one-hit wonder. 
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Socket-head's back on a seek-and-destnoy 
adventure. It's Bomberman Hero on N64? 
With 5 new worlds, 60. new levels, and an 
arsenal of new gizmos to blow your mind. 
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Banjo-Kazooie is the flavor of the month, and we have the scoop on 
gamers’ opinions. If you’ve already licked the game, you can find the 
answer to the mystery of the ending in this month’s edition of 
Counselors’ Comer. Do you think BK’s finale is grand or frustrating? 


Say What? 

This letter is in regards to 
Andrew Maragm's letter in 
Volume 110 Ever since I first 
heard the Yoshi's Story song I 
have been trying to figure 
out what they were saying 
At first, I thought they might 
be singing 'Nintendo." Then 
it hit me-they were search¬ 
ing for the Super Happy Tree, 
so they might be saying “Eat 
apples " My friends, howev¬ 
er, insist that the Yoshis say 
"Release the doves " 

Evan Wing 
Via the Internet 

I think the Yoshis are saying 
"We have them," meaning 
they have eggs, fruits or other 
items 

Hayden Budds 
Via the Internet 

I always thought they were 
singing "the answer" 

Betty Brown 
Coupe ville, WA 

It sounds like the Yoshis are 
saying "Me ever, me ever." 

Mitch Holland 
Via the Internet 



their own language. If they 
were singing in English, I 
would guess they were 
singing "My knee hurts " 

Alayna White 
Via the Internet 


My best friend thinks the 
Yoshis are saying "Eat it all " 

Nik hi/ Kumar 
Via the Internet 


lor "I love you " That could 
explain why the heart 
appears while they are 
singing 

loey Miller 
Via the Internet 


I think the Yoshis are saying 
"forever and ever" or "get rid 
of" 

Chris Sack 
Via the Internet 


I think the Yoshi's are saying 
"We're happy" or even 
"next level." 

James Rogers 
Via the Internet 


I think Yoshi sings "We thank 
yoooou!" 

Miranda Fillebrown 
Via the Internet 


"Be happo " I know it sounds 
like a baby with no teeth, but 
it's my best guess. 

David Piechocki 
Via the Internet 


Hasn't anyone considered 
that the Yoshis could be 
singing in Japanese? The 
game was made in Japan 
after all 


I don't think the Yoshis are 
singing anything that we 
could understand You don't 
hear them talk in English in 
the game, so either the baby 
Yoshis do not know how to 
talk ye! or they are singing in 


My mom thinks they say ''She 
airport." 

Kevin Peck 
Phoenix, AZ 

I think they are saying "Ti 
amo," which I think is Italian 


Bobby Fiumedora 
Via the Internet 

While the majority ot' our 
readers believe the Yoshis are 
singing "Eat apples" or "for¬ 
ever, " others suggest the 
dinos are singing more non¬ 
sensical lyrics like "the egg 
roll ," *bean into ," and 
*wheatewo ." Only the 
Yoshis know the answer to 
this mystery, but they like to 
stay tight-lipped. Maybe 
that's why we can never 
understand them Or maybe 
not Wheatewo 




Super Happy or Super- 
easy? 

While Yoshi's Story may 
offer more challenge to 
those who seek out melons 
only, the question IS - Is it 
still fun? Sure, you might 
be able to get more chal¬ 
lenge out of ColdenEye 
007 if you used only 
Bond's karate-chop attack, 
but where's the fun in slap¬ 
ping people silly? A game 
of football would be hardei 
if all the players were 


blindfolded, and the 
pigskin was rubbed down 
with Vaseline, but that 
doesn't make the game 
more fun. What makes a 
game fun is that it's easy ti 
play and hard to master. Ir 
The Legend of Zelda, for 
instance, it's easy to run 
around poking critters, bul 
it's hard to find and defeat 
Ganon Games should offr 
easy play, but difficult vic¬ 
tory conditions Maybe 
then Yoshi's Story would 
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be a graphically beautiful 
challenge 

Danny Ledonne 
Alamosa, CO 

Prints Charming 

Can the printer cable for the 
Game Boy Camera he con¬ 
nected to a real printer-’ 

Randy Komforty 

Via the Internet 
We assume "real printer" 
means a computer printer 
The Universal Came Link 
Cable, which comes with the 
printer, will allow you to link 
together any Came Boy 
and/or Game Boy Pocket 
pair, but it won't allow you to 
hook up your Came Boy 
Camera to a computer print¬ 
er. Not that it would make a 
difference considering the 
pint-sized Game Boy Printer 
works as well as its full-sized 
computer counterparts. 

Mortal Kombat 4 

This year Midway has pub¬ 
lished its best games for the 
N64 such as Off Road 
Challenge and BioFreaks. 
Mortal Kombat 4 is one of 
the most powerful N64 
games I've seen and it is bel¬ 
ter than the arcade version 
MK4 has more art ion, better 


graphics and, most impres¬ 
sively, cinema scenes with 
dialogue that make the game 
very special and perhaps the 
best fighting game in history 

Nelson Echevarria 
Via the Internet 

When you beat MK4, the 
credits roll Toward the mid¬ 
dle of these credits appears 
"Mortal Kombat 4 ha5 been 
brought to you by Midway." 
Notice that the letter "s" is 
replaced by the number 5.1 
think this could be a hint that 
there will be a Mortal 
Kombat 5. On the other hand 
it could |ust be an innocent 
typo 

Steven Danneman 
Via the Internet 

MK is perhaps the most suc¬ 
cessful fighting game fran¬ 
chise, and MK4 is by far the 
best of the series Don't be 
surprised if another 5equel 
appears, but so tar there is no 
official announcement 

We’re off to See the 
Wizard 

My friend and I have a sub¬ 
stantial bet riding on whether 
or not that film about video 
games called "The Wizard" 
was released before Super 
Mario Bros. 3 was 



released Since ihe character 
in the movie refer to the 
game as new, i assumed that 
the movie came out first 

Nigel Lowrie 
Sugar Land, TX 
Not that we condone betting 
(or viewing "The Wizard ," tor 
that matter), but it looks like 
you’ll be able to tell your 
friend “I told you so 1 " The 
Wizard, starring Fred Savage 
and Christian Slater, hit the¬ 
aters in November of 1989 
Three months later, \n 
February 1990, Super Mario 
Bros « 3 hit stores (to a much 
more receptive audience we 
might add). 
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What’s That in Her Beak? 

In the intro to Banjo-Kazooie, 
t think that Kazooie is play¬ 
ing a kazoo, but my friend 
disagrees because of its 
shape, is it or is it not? 

Zach Kaplan 
Via the Internet 
As their names suggest, Banjo 
plays the banjo and Kazooie 
plays the kazoo. In fact, 

Tooty, who plays the piccolo, 
was originally named Piccolo 
(see NP Volume 1001 The 
exception to the musical 
moniker rule is Mumbo 
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GAME BOY TOP 5 SUPER NES TOP 10 NINTENDO 64 TOP 10 
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Banjo-Kazooie Is wowing gamers, but not enough to dethrone GoldenEye 007 
-at least not yet. Do the bear and bird deserve top honors? It’s your call, so be 
sure to cast your vote by filling out the Insert card between pages 82 and.83. 
Send it in to us, and you’ll be eligible for bur Player's Poll Contest! 
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Since Octobjr 1997, Bond has domi¬ 
nated the top spot Hot onhishoels 
is Banjo-K izooie, a came that many 
compare to Sopor Mario 64 Perhaps 
it's renewed interest that tr s 
boosted SM64 back into the top 
throe 
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SUPER MARIO 64 





DONKEY KONG COUNTRY 3: 

DIM KONG'S DOOM IKOUttS 


Still not much movement in the Super 
NES top 10 Should we retire the Super 
NES charts and expand the N64 
charts? Or should we addnew ( differ- 

blirui J| UO *f.Jvv l: 

your opinions via snail mail or e-mail 



JAMES ROND 001 
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DONKEY KONG LAND 3 


Link continues to chng to the top 
rung of the Game Boy Power Charts, 
while Tetris reenters the chart after 
be:ng MIA since November 1997 
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NINTENDO 
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LETTERS, CONTINUED... 


Jumbo, but then again i, Mr. 
Sax-and-Violms wouldn't make 
the greatest sounding handle. 

Dueling Banjo 

When Banjo and Kazooie 
fight Conga in Mumbo's 
Mountain, Kazooie defeats the 
ape with her eggs. Then 
Conga says, "Bear heal 
Conga " From then on, almost 
every time Kazooie does 
something to help someone, 
Banjo gets the creditl 
Everyone thinks Kazooie is 
bad, when Banjo is so lazy 
that he didn'l even wake up 
when his sister was being kid- 
Inapped 1 Everyone replies with 
"Thank you, bear," but it's 
Kazooie who's doing the 
work. 

Jamie Brill 
Via the Internet 

Banjo does help Kazooie aim 
her eggs. Even so, the bird 
more than earns her keep in 
the blue backpack, but ends 
up playing second banana ll 
looks like Luigi isn't the only 
one who gets overlooked 
sometimes 

Banjo Pickin' 

I must admil, when I first gol 
Banjo-Kazooie, I was pretty 
skeptical Even though the 
game got a 9.2 rating, your 
highest ever, it just did not 
appeal to me. However, when 
I started playing, I quickly 
changed my mind The size of 
lhe worlds dwarfs those in 
Super Mario 64! Though 
everybody says "graphics 
don't make a game," graphics 
sure help, especially when 
they're super smooth like 
those in BK If there's a down¬ 
side to BK, it's that there's no 
multiplayer mode I hate 
games lhal make you think 
you're playing No-friend-o 
64, but since Super Mario 64 
didn't have a multiplayer 


mode, I guess I can let it slide 
The bottom line is that any¬ 
thing Super Mario 64 does, 
Banjo-Kazooie does it ten 
times better. 

Nick Beiniks 
Ballston Lake, NY 

Banjo-Kazooie destroyed my 
social life. I was so engrossed 
playing my friend's copy of 
the game that I didn't return 
from home until 4-00 a.m My 
parents decided I needed a 
curlew, so now I have to be 
home bv IT -00 p.m. Now I'm 
stuck in tred hy midnight all 
thanks to Banjo-Kazooie. 

Dave Bremme 
(innaminson, Nf 

Banjo-Kazooie far surpasses 
Super Mario 64 in every way, 
and it's now my favorite N64 
game The day I got it, I sat 
down at 1 1 am lo play it and 
didn't get off my seat until 
about 12 am. the next day! 

No kidding 1 Of course the 
next day I did just about the 
same thing I hope that the 


people at Rare keep up the 
amazing work and I look for¬ 
ward to Twelve Tales: Conker 
64 more than ever 
Thirteen straight hours of 
playing Banjo-Kazooie? 
Besides showing off the 
impressive abilities of the Rare 
team and the N64, BK has 
apparently taught gamers how 
to control their bladders. 

Season of the Witch 

Am t the only one who 
noticed that the beautiful 
Gruntslda (during the "Game 
Over" scene) bears a striking 
resemblance to Posh Spice? 
The Spice Girls are unavoid¬ 
able indeed. 

fane Dupuis 
Via the Internet 

How disturbing. Come to 
think ot it, Tooty does have a 
Baby Spice son of way about 
her, and Rare, like the Spice 
Girls, is based in the U K 
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This month, NP covers F-Zero X, Cruls’n World, Wipeout 64, and 
NASCAR ‘99. Is a racing game just another racing game? Is the rash 
of racers give you road rage? Steer your letters to us at: 

NINTENOO POWER PLAYER’S PULSE 
P.0. BOX 97033 
RE0M0N0.WA 98073-9733 
E-mail; noapulse@nintendo.com 


Background Art Mark WBHanu • Mtsdmugt, Ontario Submitted art becomes the property ot Nintendo 


PHONE DIRECTORY 

NINTENDO 

POWER 

SUBSCRIPTIONS* 
SYSTEM SETUP 
AND REPAIR 

1-800-255-3700 

(1-800-422-4281 TDD) 

Smi- 9 p.ro. Pacific time, 

Monday Saturday 
Da m-7 pm Sand ay 
French- end Spanish-speaking 
representatives are available 

TALK TO 
A GAME 
COUNSELOR 1 

1-900-288-0707 

U.S. 8150 per minute 

1-900-451-4400 

Canada S2 00 par minute 

(1-425-883-9714 TDD) 

0 ojd -8 pjvt Pacific lima, _ 
Monday-Se turd ay 'HfP m 
D am.-7 p ra Sunday 
Caller# under aft IS need ta oW*m 
perenlrtpennisaian to.cofl \ A 


IMF 



1-425-885-7529 

Prerecorded Game Tips 
and Future Product 
f* Information^ 

Nms about reseat releases,**upcoming 
games ter all Nmtonda system* Call lor 
help on Banja-Kazoois, Ybshi’s Story, Dtddy 
Kcng Racing, Mortal Kombat 4, Mission. 
Impossible, 10BQ Snowboarding, Quest 64, 
forsaken 64, Duka Nukam 64, Bombareum 
14, Quaka 64, Mystical Ninja Starring 
Goemon, Mischiaf Makars, Haxen, Blanl 
Carps, Clay fightsr 63 % GoldaoEyo 007, 
Star Few 64. Sapor Mario 64, Hirok. 
Droosaur Hunter, Dotmf4»Star Ware: 
Shadows of tka Empire and Mortal JCombat 
Trilogy for tha Niatando 64. Tkoro’s also 
kslp for Super Msrio World, Yoshi’s Island: 
Super Mario World 2. Dun key Kong Country 
12. and 3, Illusion of Gaia, Lufia II, Soper 
Matrokf, Sacrat of Evermore, Chrono 
Trigger, Final Foatasy III, Super Mario RPG, 
Breath of Flra I and II and Ultimate Komhot 
3 lor tka Supar NES, Wana Land II and 0KL 
3 for the Gama Buy; and any Zatda game. 
This call may ha laag distance, su ha sura 
to gat permission from wftaever pays tha 
phone bill before you c iH, 

NINTENDO 

POWER 

TOURCE 

www.nintendo.com 

“-mail; nintendo@nintando.com 


VOLUME 112 


’,G) 






H/WV. 


1998 Nintendo 


mwn 


The F-Zero experience was made for 3-D, boosts during the race. With 24 courses 

but until the speed of the N64 was available, to master in five circuits, F-Zero X 

there was no way to create the sensation will keep players on the throttle for endless 

fully. The Super NFS game was great, laps. On the higher levels, you'll have to 

but Nintendo's F-Zero X is the ultimate be an ace to beat the CPU competition, 

expression of futuristic racing. Thirty But perhaps the best part of the 

machines float inches above the new F-Zero is that up to four players 

roadway, then launch forward like rockets, can race head-to-head. F-Zero X is a 

gaining extra speed with dash arrows and speedster fit for everyone. 
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F-ZERO X 

How you play F-Zero X depends on how many players you've got and 
what sort of mood you're in. If you feel like a greyhound, you'll want 
to play the GP or fime trials, but if you feel more like a rabid dog, you'll 
wan! to fry the Death Race or Vs. Battle. 


OP RACE 


The big event tn f /t rn roung is the GP, 01 c .i.mil t m\ t mil 
mode When you first plug in, there are three GP circuits avail¬ 
able at three levels ol difficulty Two more c ire cuts can be opened 
l>> winning the first circuits Drivers earn points tor their finishing 
position in each of the six circuit races and the top point total 
takes the nrst pri7< < up 
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TIME ATTACK 

The idea of the Time Attack mode coufdn't be sim 
pier All you have to do is drive faster than anyone 
else ever has. The Game Pak keeps track of five 
record times on every track It also saves ghost cars 
that vou can lace against 


wt 


rat can pity with the ghott 
activated or tot ectivsted ip 
rime Trial mode. It feel, 
when the ghoet is actfveftifc 


rom the best times-thet i% 
unleee yoe're in front ef *S 
them. 


VS. BATTLE 

Two thrive nr four rlriu js < m 
< ompele in the Vs H.iiik modi 
•u ill races lour machines will 
sfan with CPU drivers in tin 
machines not piloted by playt 
Although it's < ailed a hatfle 
the mode is realh a straighrtur 
ward race to the brush Inn m 
knee laps, 
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DEATH RACE 


The brand new Death Race mode puts you on an endless loop 
mg track with 29 other machines. Parts of the track have no rails 
s o you can knock opponents off snto space The last machine 
driver combo left intact becomes the DR winner 
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in Vi Baitto.ff your machine 
is ratbed from the oction, e 
slot machbte window will 
eppeer. If you menege to ttop 
thm symbol* in e row, one of 
(he ramming Mfchms will > 
lose some power. Ah. revengel 
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The best Death Race atrete- 
gyr» ta use «our opin attack 
to knack opponents off tha 
track or into the wall At 
first just concentrate on 
defeotmg other machines and' 
staying on the track. 


S 

After you bacomo o okdled 
mochtee mauler, you can 
mtanys would-be rivals by 
fiwtWnff efi tour oppoasnts 

E rocorif tfmo. The game 
eps ti%k of how fast you 
can dfcpmcfr your foas. 
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PRACTICE 


Take advantage of Practice Mode lo become lamiliar with the 
different tracks and machines You begin with a full field of 
30 machines, but the game doesn't keep track of your position v 
lust your best lap time. You can choose any open track 
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Each machine has thm .itinh 
ulus and a (filer grade tin 
each As vou might guess ii» 
lop grade is A and the losvrsi 
grade is E Look lor machines 
with a balance ol mid and lug 1 1 
jrarles rather than a mix m 
vh\ high and very low guides, 


m Ai m m m bix machines art available to you when you nrsl play 
I JW I four of these machines appeared in the original F-Zero 
* ' ^ y OU se | t?c j each machine, you'll see the driver's name 

and picture, the attribute grades for body, boost and grip, and the weight of 
the vehirle 


SAMURAI GOROH 
MACHINE 
FIRE STINGRAY 
WEIGHT I960 KG 
BOOY A 
BDDST 0 
GRIP B 


CAPTAIN FALCON 
MACHINE 
BLUE FALCON 
WEIGHT 1,260KG 
BODY B 
BOOST C 
GRIP B 


JODY SUMMER 
MACHINE 
WRITE CAT 
WEIGHT 1 150 KG 
BODY C 
BOOST C 
GRIP A 


DR. STEWART 
MACHINE 
GOLDEN FOX 
WEIGHT 1420 KG 
BOOY D 
BOOST A 
GRIP D 


MIGHTY GAZELLE 
MACHINE 
RED GAZELLE 
WEIGHT 1 330 KG 
BODYE 
BODST A 
GRIP C 


PICO 
MACHINE 
WILD GOOSE 
WEIGHT 1 620 KG 
BODY B 
BD0ST B 
GRIP C 


Before each race, you can adjust the 
balance between your machine's rate of 
acceleration and its maximum speed 
For GP and Time Trials, it's best to 
increase Max Speed about five notches 


F-Zero racing machines aren't cars because they don't have wheels, and 
they're not planes because they don't have wings. Antigrav units sus¬ 
pend them above the track, but they don't really fly. What these 
machines do is to move very fast! 


tach machine hue a weight measured hi kdogramu that 
affects the bodfrettribota nnd the overall top epeed of the 
craft Heayf jnoctun»»(u»v« fflgkar max speeds but lower 
acceleration ""v 


A machines gbpettrihvte telle you how wall the craft 
will atay on the track when you're racing on on outside 
curve- Grip elec reflects the heftOSno characteristic# a: 
the machine. 


O/lftU i Thisgrede reflects the strength of ifce 
. body deeign and euggBatd how much 
ebfn your machine ctm take Iropi hitting 
other macJeaMaad the walla. Heavy 
mncMttcs usually have higher grades, but 










MR EAD 
MACHINE 
GREAT STAR 
WEIGHT 1,870 KG 
BOOYE 
BOOST A 
GRIP D 


810 REX 
MACHINE 
BIG FANG 
WEIGHT 1,520 KG 
BDDYB 
BDOST 0 
GRIP A 


BABA 
MACHINE 
IRON TIGER 
WEIGHT 1,780 KG 
BDDYB 
BDOST 0 
GRIP A 


OCTOMAN 

MACHINE 

DEEP CLAW 
WEIGHT 990 KG 
BDDYB 
BOOST B 
GRIP C 


DR CLASH 
MACHINE 
CRAZY 8EAR 
WEIGHT 2,220 KG 
BODY A 
BDOST B 
GRIPE 


ROW 2 


You'll open the second row 
of machines when you win 
each cup circuit at the 
novice level You can also open the second row by 
winning the Jack Cup at eyery level of difficulty, 
earning three Xs 



These machines will become available to you when ym win each cup 
circuit on the standard level of difficulty or when you win all three skill 
levels of the Queen Cup circuil 


COLLECT SIX Xs 

xxxxxx 



SILVER NEELSON 

MACHINE 
NIGHT THUNDER 
WEIGHT 1,530 KG 
BODY B 
BOOST A 
GRIPE 


MRS ARROW 
MACHINE 
QUEENMETEOR 
WEIGHT 1,140 KG 
BOOYE 
BOOST B 
GRIP B 


GOMAR S SHIOH 
MACHINE 
TWIN NOR/TTA 
WEIGHT 780 KG 
BOOYE 
BOOST A 
GRIP C 


BLOOD FALCON 
MACHINE 
BLOOD HAWK 
WEIGHT 1,170 KG 
BODY B 
BOOST A 
GRIPE 


JOHN TANAKA 
MACHINE 
WONDER WASP 
WEIGHT 900 KG 
BODY D 
BOOST A 
GRIP D 


JACK LEVIN 
MACHINE 
ASTRO ROBIN 

WEIGHT 1 050 KG 
BOOYB 
BOOST 0 
GRIP A 
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james McCloud 

MACHINE 
UTILE WYVERN 
WEIGHT 1390 KC 
BDDYE 
BOOST B 
GRIP B 


ZODA 

MACHINE 
DEATH ANCHOR 
WEIGHT 1,620 KG 
BODYE 
BDOST A 
GRIP C 


MICHAEL CHAIN 
MACHINE 
WILD BOAR 

WEIGHT 2.110 KG 
BDOYA 
BDDST C 


ROW 4 


If you win all of the cup$-|ack, Queen and King-you'll open the fourth row COLLECT NINEXs 

of machines. Alternately, if you win every level of the Joker Cup, you'll 
open this row 


xxxxxxxxx 


KATEALEN 
MACHINE 
SUPER PIRANHA 
WEIGHT 1.010 KG 
BODY B 
BOOST C 
GRIP B 


SUPER ARROW 
MACHINE 
KING METEOR 
WEIGHT 860 KG 
BOOYE 
BDOST B 
GRIP B 


ROGER BUSTER 
MACHINE 

MIGHTY HURRICANE 1 
WEIGHT 1,780 KG 
BODYE 
BOOST B 


ROW 5 


You can open the final row ot 
machines by earning erthec 
12 Xs or every cup through the 
i m si tnu« t irt infs, including the Jack, Queen, Kin^ 
and Jokei Cups 
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LEON 
MACHINE 
SPACE ANGLER 
WEIGHT 910 KG 
BDDYC 
BDDST C 
GRIP A 


DRAO 

MACHINE 
MIGHTY TYPHOON 
WEIGHT 950 KG 
BODY C 
BOOST A 
GRIP D 


BEASTMAN 
MACHINE 
HYPER SPEEDER 
WEIGHT 1,460 KG 
BODY C 
BDDST C 
GRIP A 
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COLLECT 
TWELVE Xs 

X30CXXX 

mxxx 


ANTONIO GUSTER 
MACHINE 

WEIGHT 2,060 KG 
BDDYA 
BOOST B 
GRIP D 


BLACK SHADOW 
MACHINE 
BLACK BULL 
t WEIGHT 2 340 KG 
BODY A 
BDDST E 
GRIP A 


THE SKULL 
MACHINE 
SONIC PHANTOM 
WEIGHT 1.010 KG 
BODY C 
BOOST A 
GRIP 0 
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You can slip m a power boost 
af tar the first dash arrow 
past the starting line The 
next desh arrows will come up 


fast Don't use your boosts 
through the dash arrows 


Try to hit both dash arrows 
before this tunnel then bank 
sharply to the right following 
the second arrow If you don t 
you'll slide out and hit the left 
wall, losing speed as a resul l 


Silence is alf about pure 
speed In the first part of 
the course you'll I md a 
senes of dash arrows 
Save your power boosts 
for the second half 
where there ere no 
dishes 


This coursu seems strai ht 
even though its an oval he 
only turns you need to make in 
this section of the track are 
through the dash arrows The 
sequence is left, middle, left 
middle right left and middle 


Use another boosi as 
you leave the loop and 
head toward the|ump On 
I he final lap, save one 
final boost to carry you 
over the finish Ine This 
last tip is good advice loi 
every track 


On the second and third laps 
once you have boost power 
hit the boosters be I ore you 
reach the dasn arrow at the 
beginning of the loop That 
should give you plenty of 
speed for the round trrp 


If you stay on the left wail of 
the tube, you'll pass many of 
the drivers They tend to stay 
on the floor Try to exit the 
tunnel close to the floor so 
you don't fly off into space. 


Att&r one lap on <*v jry track, youY 
suddenly get boost pawur Evnry 
time you boost, you If lose some 
energy Boosts will do you the most 
good in places whure other drivers 
lose speed, such as on uphills and 
loops You can boost through cor- 
n»rs,aswJI Yjucjnevanoooston 
the till ends of jumps ✓—n. 


The pipe is a good track 
for a machine with a high 
grip grade Keep to the 
lower left side of the 
tunnel You'll be able to 

S assothar michmes and 
it the first dosherrow 


When the tunnel shrinks the 
smallest oversteer can result in I 
your machine spinning around 
the inside of the tube Here it's 
smart to stick to the yellow 
line on the floor 


F-ZERO X 

The remaining pages of our review include three tips for each track, but you 
should also keep some general tips in mind. We've included some strategies in 
special boxes, but here are a couple more: CPU machines don't cut corners, so 
you can gain time if you do. Use boosts as long as you have energy, but always 
leave a small safety margin in case of collisions. 
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Although this section of 
track looks straight, it 
curves slightly to the 
right Hit the dash lading 
to this stretch, then stay 
on the right side and use 
a boost when the dish 
weirs off 


The safety rails along most of the tracks may kec 
you from crashing on the planet far below, but eat 
scrape will dram power from your machine's body 


Drain it all and you’ll explode Hit as many of 
the pink energy zones as possible 


This next curve comes up 
quickly B nk hard to the right, 
then get ready for another fast 
left On the left curve, stay in 
th^ middl: of the track so you 
can hit the dash arrow 


Another danger comes 
from the crush of other 
machines as they close 
around; u lf|OU 
bumpamachin, you'll 
lose energy CPU drivers 
often purposely try to 
ram you Watch out! 


The first S curve after 
the starting line is a 
gr<jat place forgetting 
the jump on your oppo¬ 
nents Start bankmo to 
thj Lft early, th*n bank 
hardback to the right t 
thj next curve 


Boost up this hill aft^r 
th v starting line ind k ap 
to the center or slightly 
lift You II land on trie: 
inner curve of the pip* 
and be hr id up for the 
first two dash arrows 


This is one of thi wildest 
tracks ever. When you’re on 
thipipe, st .7 to the inside 
curve You should Sco three 
d sh arrows, “mdth&curvu 
will keep you on the track at 
high speed 


Point your nose down 
slightly when youmikt 
the big jump toincre&< 
your speed Before laiC 
mg, raise the nose slight 
ly to keep the speed up 
and get ready to bonkl 
the left 


You'll have to bank left to avoid 
sliding into the upper rail on 
this curve following the big 
jump Stay as tight to the 
inside rail as possible and use a 
boost coming out of the turn 


The S-curvs following the 
pink power strips near 
tho end of the course is a 
good place to sneak past 
opponents Begin your 
banking turn before the 
pack, and you should 
move up a spot or two 


After the tunnel comes an 
icy turn Hug the inside or left 
rail using your banking 
maneuver As you exit the 
turn, use a boost to pick up 
sperdfor the jump 
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Most of your opponents will 
swing wide on this deceptive 
corner By tekmg the inside 
track you'll gam ground end set 
yourself up to take the dash 
arrow just beyond the corner 


Begin boosting on th* 
uphill stretch as you 
enter the loop Since 
most of this trackis 
straight, or only slightly 
curvsd, you can boost 
almost everywhere 


The narrow pessage is no ploce 
to be in a crowd unless you 
want to play bumper cars If 
you have the option, boost 
ahead of the other machines If 
you can't, hang back until the 
track widens 


The four sharp corners on Red 
Canyon 2 give you little room 
for error Bank into them early 
and keep to the inside of the 
turn to avoid and pass other 
machines 


Keep up your speed on this |ump 
by tilting your nose down and 
landing flat on the far side This 
is the longest jump on the 
course, and its preceded by a 
dash arrow 


The area leading up to the 
power strips contains a 
wicked S-Curve If you're 
prepared for it, a quick 
bank to the left then to 
the right wrll see you 
through safely 


Each side of this track 
has a power strip Pickup 
some power on one side 
then cross diagonally to 
the opposite strip You'll 
cross over the dash 
arrow and pick up extra 
speed 


You'll be traveling at high 
speud after the three 
jumps :nd three dash 
arrows that Lad into this 
corner Aim for the inside 
edg<i to 'void sliding You 
muyne td to bank for i 
short time. 


Nlvtf slic*MrtOrai a corner whan 1 
yttuemfiank around it mstaad. You'll 1 
!<jr; more sp^ed sliding, and you'll lose 
tontrof, too £wn worsu, the longer a 
slida lasts, th« mor. sp,ad md control 
you'll lose. If you fell a slide start¬ 
ing, immediit uly bank __ 

toricover control -a - ifil jai 


After hittin the first 
jump, end lie you're 
still in the air aim 
toward the next dash 
arrow When you get 
there, jump and set your 
sights on the third dash 
arrow 
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You can t jump over both 
bottlenecks in this area When 
you have To pass through this 
spot try to avoid contact with 
other machines and the walls 


Take the ramp to jump thi 
gap Most of the other 
machines will head to the 
right and clump up m the 
narrow passage Just 
keep your nose tilted 
down so you gam speed 
while in the air 


On the fust lap. ThisS Curve 
turns into a traffic jam Bank 
early and slip past the crowd 
Ybull move ahead in the rank 
mgs quickly if you don t touch 
another machine 


Tho track veers sharply left 
right after the starting line 
iu II have to use the banking 
maneuver Stay to the inside 
and you'll be able to move up 
several positions 


The right turn out of the sec 
and tunnel is a blind corner 
that you must anticipate Stai 
on thr loft power strip in the 
tunnel to give yourself the 
most room to bank through 
tho corner 


This long, narrow strotch 
of track has no rails on 
the edges Even a slight 
jostle with another 
mochine can send you 
over the edge. Use the 
dash arrow to zip post 
potential danger 


The dangerous steps of the 
White Land track force your 
machine to hop up to a higher 
level Hit the steps straight- 
an and keep your nose down in 
the air Use the boost for 


Although this section is 
straight, it's very nar 
row and it lacks side 
rails If you hit the dash 
arrow at the beginning 
of this span, be careful 
when passing a thei 
machines 


This tunnel is filled with 
twists and turns Don't 
even think about using 
your boost in here 
Instead, be ready to 
bank sharply to the left 
right, and left again 

























This uphill ends up in a lump 
Keep your noses tilted down or 
your machine will float in the 
air and lose considerable 
speed Get beck on the track 
as fast as you can 


Like a skiiump slope, this 
downhill before the big 
lump is a great place to 
boost up your spend 
Boost just as you start 
down the slope, before 
you roach the first dash 
arrow 


Use boosts with caution 
on the wavy straight 
away Depending on the 
grip grade of your 
machine and thestrai-ht 
ness of your course, f *e 
extra boost could send 
you off into space 


During the big jump, keep 
your nose pointed down 
slightly Use a boost near 
the tail end of the jump 
to gam more distance 
Aim for the final curve 
When you land, keep 
right and bank 


This curve looks gentle, but 
few machines can hold the 
long turn without slipping 
into the far rail Use short 
banking maneuvers to keep 
yourself lined up for the sec 
ond dash arrow 


The downhill S-curvu is one 
of the few places where you 
can make or break this race 
on the first lap If you stay 
off the gravel, and avoid 
other machines, you can gam 
lots of ground 


As you appro ich the top 
of this hill, keep to tht 
(•ft and bank over the 
crast to keep from rub¬ 
bing against the waif If 
you stay right, there's a 
danger that you might fly 
off the track 


On the second and third I jps, 
land f 1 at off th« first jump me 
f nd straight down the trick 
Use a boost to accelerate 
gomp into the loop Thtrt 
aren t my r ills, so kt ap a 
straight lint. 


Always try to maximize your 
boost and dash opportunities. 
Use every dash, but don't use a 
boost before a dash or you’ll 
waste boost power The key is 
to memorize the positions of oil 
the dash arrows. 


Although it's generally a 
good idea to boost com 
ing out of a loop, in this 
case its risky The track 
following this loop has no 
rail, so e boost could send 
you off into the great 
unknown 
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This tight spiral turn is the 
best place on the track to 
move up in the rankings Bank 
early to the left and hug the 
left wall All the other 
machines take the long turn 
wide and lose ground 


With such a track Red Cam on 
2 is sure to take its toll on t e 
body of your machine Even the 
power strips are narrow, but 
its vital that you replace lost 
energy as much as possible 


In this early part of the 
pipe, you'll have good 
control so it's the best 
place to use boosts If 
you beam wobbling 
through the pipe turns 
use the banking manouver 
to steady things 


Don t boost near the 
crest of this hill On the 
far side is a steep 
dropoff If you boost 
you II probably wind up 
flying off into the back 
ground and blowing up 


Bank sharply through this 
right-englu corner end through 


( virtually all of the other turns 
on Mute City 3 In a few cases 
you can cut nearly straight 
through apoir of right-angle 
corners 


This stretch of tiispip* is 
tight and fast Since it s 
a iSv to rock back and 
forth, keep banking to 
kuup your machine cen¬ 
tered in the pipe A 
nuchm? with good grip 
also helps considerably 


Unless you havoc tight 
grip and superior con 
trol, use your boosts 
on the flat stretch 
with power strips and 
eerlym the pipe Other 
wise, just use the dash 
arrows in the pipe 


Go for the dash arrow and 
hit the bump to gam extra 
speed Once you're air 
borne, point downward to 


get back to the track 
Avoid the bump and toke 
the next corner on the 
track 


fVhefidpponenfe cion in Behind you, sf mbfls 
jppeir at the bottomof thawing 

their relive positions on the right or left Use 
tfcis mfo to block them out, and boost at the 
next opportunity 


HIP 

***** 
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Avoid the mines 


This is the sharpest corner on 
the Rainbow Rond Head into 
the turn early, banking hard 
to the left, and keep close to 
the inner edge If you take the 
turn smoothly, you should 
gain ground 


Onco-you have boost 
power, use it to boost 
into the nr at the start¬ 
ing line lift your nose to 
take flight, then tip 
down slightly to see 
your landing point 
straight ahead 


This is the first half loop Tho 
mirrored part of the course 
contains o second half loop 
Use a boost going into each of 
them to keep your speed high 


None of the straight 
aweys on Devil's' orest 3 
has rails Watch out for 
other machines nearby 
that might bump you Use 
boosts to ait ineadof 


You may have to tilt the 
nose of your machine up 
when going over some jumps 
to catch air and take flight. 
But once you're airborne, 
tilt the nose down to pick up 
extre speed 


Land flat or level to maintain 
the speed you gained in the 
air during a jump If you land 
tilted down or up, you'll lose 
all the speed thet you 
gamed and more 


Most of the corners on this 
track dip ornseas they 
curve, making it difficult to 
judge how hard to bank Take 
some practice runs to get 
familiar with them The 
course has no dash arrows 
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JOKER CUP 


Onc e you complete 
and win the Jack 
Queen, and King 
cups on the standard difficulty setting, ,1 new circuit will 
open up The loker C up int Iudes six new tracks, including 
nne that Mario Karl M fans may recognize 

The fourth cup circuit, the Joker cup, 
becomes available once you win the 
first three cups at the standard dif¬ 
ficulty level the six new tracks will 
be the toughest challenge yet 


the pink power strips At the 
end of each strip is a diagonal 
stretch of the road that s free 


of mines and that leads to the 
next power strip 


NINTENDO I 




































Boost up the hill aft *r the 


second tunn al 'nd catch 
^7 some air Whjn you're in the 
u air, nost tilled down, you can 
boost again to inert as* your 

_ speed for the final run at the 

JMBl finish line. 


The tunnel near th j end 
of thetr dch $ Jong 
stretch of ice in the cen¬ 
ter Hug the outer wall so 
you'll h set up to hit tfu 
power strip just outside 
the tunnel. 


Ric* - the inside cun of the 
pipe to help keep your 
machine on track The inside 
curve is also th~ fastest p ith 
since it's the shortest path A 
machine* with good grip will 
come in bandy 


Use the dash arrows on the 
track raiher than your own 
boosts on most areas of this 
wavy track Boosting over the 
lumps won’t give you an advan 
tage-it can even slow your 
machine down 


This picture shows the wavy 
nature of Sand Ocean 2 Try to 
keep your machine in the cen¬ 
ter of the track This will give 
you the most time to react to 
sudden turns, dips and corners 


If you knock opponents off 
the track, or destroy their 
machines, you II com stars 
I For every five stars you. 
earn, you’litre reward^ * ; 


Once you're inside the 
tunne;, it s hard to see the 
track ahead Remember 
that the combination ol 
turns is left, right Jett 
Power strips line the 
edges of the track just 
beyond the tunnel 


Use the sideswipe move on 
straightaways to nudge 


opponents into o wall, rail or 
over the side Just tap the R 
or Z Button twice when 
your machine is alongside 
the hapless victim. 


Hold R and Z, then tap cither R 
or Z twice, depending on which 
direction you want to spin for 
the spin attack Attack groups 
of machines, spinning into them 
from,The Inside edge of curyfts 


You and your rival will start 


out each race close to each 
other, since ttoHOfM'anked 
machines ere always in last 
place Use your position (to 
doubltttap tfttft'orZ Buttorv 
for a side attack. 
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Most CPU drivers can't n^goti 
att a tom to s~vl thar lives 
On th^ early curves of Port 
City 2, b ink into curves early 
and stay to the inside of the 
track You'll pass up much of 
the traffic. 


This narrow str jt ch ends with 
a brut?! S-curve If you know 
it's coming you can do a sharp 
b mkmg rrineuvor, first left, 
then right, ^nd cruise through 
the curve at togh spa id. 


Let's give a big hand to the 
designer of this track This 
one finger has no rails, so 
tak„ extra c ird as you round 
the tip Vbu don't want to 
boost befoi c coming up to 
this corner 


This is just a sh'rp, flat 
k>0 -dear jc corner, but 
its tough Go into the 
turn early, banking 
sharply to the left You 
should be able to hold 
the curve without hit¬ 
ting tha outer rail 


1/ n i One more lest awaits the avid 

X fy I / f Zero X racer the mysterious X 

Cup If you win the |< iker Cup at 
standard difficulty, the final circuit will open The six 
races take place on six tracks that are randomly select 
t*d from a set of X tracks You may experience variations 
i »t these trac ks too such as mirror or night versions 


On laps two and three 
boost on all the straight 
aways of the fingers 
then bank hard around 
each fingertip You may 
hav« to ease off the gas 
on some or risk hitting 
the rails 


Ice in the center of the track 
ond no rails on the side makes 
this stretch one of the most 
dangerous in the game Stay 
on the edge If you slip on the 
ice, bank to regain control 


After wining the Joker Cup at 
standard level, or the first three 
cups at the Expert level, the X 
Cup appears along with the 
Master skill level on your selec¬ 
tion screen The challenge 
never ends in F-Zero X 


At thebeginning of each X Cup 
race, there won't be any track 
diagram as in the previous 
races That's because tracks 
are randomly selected Each X 
race is a total surprise for the 
driver 


Even more challenges&anfte Wad In F-Zeitt X'Thetrophy jj#ia(|engf is the 
quest to capture a II, the eup trophies. Ah oas^mfflchmo pn the rri&chlne 
selection screen (on the left side beneath (he attribute grades) 
jiff you'll find five slots where trophies will be displayed If you'fa?' 
Jf won a circuit with the selected machine, the trophy for that cir- 
cult will appear in the proper slot Mastering all of the cup ar- 
cults in all of the machines is the ultimate challenge But F- 
Dff9£> Zero X isn't just about challenge It's about multiplayer fun, as 
■ WP **' and variety and experimentation. It's the best F-Zero ever, 

and that’s quite a compliment 


All the trophies won by a 
machine will appear on the 
left side of the screen when 
you highlight the machine The 
ultimate challenge would be 
to Wm every cup With every 
machine. 
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This is the true story of a gecko picked to 
star in an N64 game parodying TV and 
film. Find out what happens 
when we reveal how to finish 
every level of the game. Could 
you possibly lose? Get real. 


© 1998 Midway Entertainment Inc 


Gex first appeared in games for other platforms, and now the TV- 
loving lizard is premiering on the N64 In Midway's Gex 64 
Enter the Gecko, gamers venture through over a dozen silly 
worlds spoofing everything that's TV and Hollywood Set inside 
various TVs, Gex 64 pokes fun at James Bond, Indiana lones, 
Austin Powers, The X-Files and just about every other TV show 
or movie this side of Dawson's Creek Variety is the name of the 
game, and each level is sel in a different TV show genre, with 
Gex donning suitable attire ranging from Star Wars Stormtrooper 
gear to something out of the Jurassic caveman casuals collection 






Gex may love TV, but he's no couch potato, The gecko is 
equipped with a talented tail, which he can tKe to high-jump or 
whip enemies. Along hi* wayUl reaching Rez, the TV tyrant with 
RmBrother ambitions, Gex must gather a bevy of collectibles 
The collectibles will correspond to the theme of the area. In Toon 
TV's worlds, for ffluffiiple, the foods Will be cans of spinach, 



Items will abound in each level, 
since Gex will ha ve to find 30 of 
one item, 40 of another, then 50 
of a new variety, before maxing 
out his collectible quota 


Geckos can defy gravity with 
their ability to cling to certain 
surfaces In the scene above, Gex 
is actually standing on the ceiling 
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GEX 64: ENTER THE GECKO 



TV and flies to feast on sound like the ingredients for a nice 
night at home forGex, so keep your lizard happy by seeking out 
bug-filled boob tubes. Each serves as a checkpoint or power-up 
Activate them by tail-whipping the TV, then hit the R Button to 
slurp up the fly you've released 



Heolth Boost 



Fire Power 



Ite Power 



Extra Life Checkpoint 



To find the TVs, stay in tunn 
with your surroundings Be 
sure to look around, because 
many of the sets will be far 
off the beaten path. 



Instead of eating a fly, let it 
buzz around Gexs head. If an 
enemy attacks you, the orbit¬ 
ing insect will act as a shield 
and absorb one hit 



Once Gex is ablaze with Fire 
Powei, hold the B Button while 
running circles around enemies 
or items todefeat them or 
earn more collectibles 



After eating an Ice Power Fly, 
hold the B Button while cir¬ 
cling foes to freeze them into 
ice Once they're chiliad, 
shatter them with Gex's tail 



Try to brejjk everything in sight, 
since y<>fl,'4*n find many col- 
leUibJejJliSjfcIen inside objects 
and ^rjjsrties. Once you've 
fypd-tite items, keep that tail 
swinging Rather than walking 
■Over items to collect them, you 
can swipe them pp with Gex's 


In most family rooms, the one who pos¬ 
sesses the remote control is the one in 
povyer. The rule applies to Gex 64, too, 
^irfce possession of Red, Silver and Gold 
■Remote Controls will gain you access to 
the different worlds, boss arenas and bonus 
areas. To unlock most levels, you can use 
the Red Remotes, which you'll earn after 
completing missions 


Gilllgex Islend 


[ Escape Gilligex Island | 


Collect 14 Red Remotes 


Collect 26 Red Remotes. 


tacn area ts a t v snow appear¬ 
ing on one of the sets in the 
main TV area. The "ovcrworld" 
is divided into six areas separat¬ 
ed by gates or space To open 
the gates or cross the gaps, you 
must first earn a certain number 
of Red Remotes. 


Defeat Mooshoo Pork 


Defeat Mecharez 


Mooshoo Pork 


Gexxillo vs. Metherei 


Channel Z (33 KeV Keaialeij 


So 7' ’Tfftg* ;ni 
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Using the A Button lo swim and the B Button to stop, explore the depths of Sea Span. There 
you'll find wreckage resembling the Love Boat, S S Minnow and Titanic, and nea£ wher-y 
ever you are, you'll find deep trouble and plenty of obstacles. ' ^T+ 



Sharks patrol these waters, and 
they can easily outswim you To 
avoid their |aws. swim onto one of 
the turtle taxis As long as you're 
hitching a ride on one, you'll be 
safe from shark attacks 


Follow the arrow on the "Titanic 
Tours" sign to the iceberg f looting 
on the surface Board the ship by 
swimming into the opening in the 
ice, than flip the switches to open 
the hatches Shut the entryway 
before opening any exit doors. 


Hop into the geyser spewing at 
the foot of the stairs in the 
Titanic's ballroom If you ride it to 
the ceiling, you'll be able to leap to 
a cache of collectibles 


Not all treasures ore sunken. Head 
to the top whon you see the 
"Fresh Fish" sign to load upon 
items In a similar cave that is 
inhabited only by a shark, you II 
find the Hidden Remote floating on 
the surface. 



v 

V 

You'll have a devwqf a time scaring up the whereabouts of Smellraiser's entrance To find the 
house of horrors, sc,ite ihe archway by the hint block that reveals, "You can climb some walls " 
Climb to the roof, then leap onto the platform to shuttle 1 to the entrance. 



All those in favor of collecting 
every single item should peck into 
the cracks, because the eyes have 
it When you spy the red eyes 
peering out of a shadowy wall 
opening, hit the Z Button to stare 
them down, and they'll surrender 
efow collectibles 


All Mi>si*ai „ 

I * 

«r * 


* 


Like the sign at the entrance to 
the haunted area advised you, 
step into the light As long as you 
are standing under a red lantern, 
The harmful red ghosts will 
become harmless green ghosts. 



To activate the haunted elevator, 
you must flip the hidden lever 
Push the bookcase by the second 
blood cooler Behind the shovable 
shelf you'll find the lift's lever, 
which you can pull by pressing the 
B Button. 



Toon TV serves up loony programming that will be quite live¬ 
ly, er, animated In the channel's cartoon-inspired world, you 
will deal with fuddy-duddy hunters and falling anvils. Where's 
a pair of Acme rocket-skates when you need one? 



Be vewy, vewy quiet Two hunters 
want to kill the wabbrt, and, as luck 
would have it, Gox has emerged 
from the rabbit hole wearing a 
bunny suit. For an extra life, enter 
tho stump marked *Gcx loves TV" 

^ NINTENDO POWER 


Probably the most elusive purple 
mushroom to whack is the one 
growing across the gap bndged by 
the hangmg steel girder Board the 
beam from the Hard Head Area, 
then cross it to clear the bnck wall 


Use the rainbows to leap up the 
waterfall, then head for the wintry 
area When the retracting snow 
bridge with the rabbit imprint 
extends, scurry across to leap to 
the Hidden Remote's*looting isle. 



By ducking m front of the painty 
m the elevator, you'll set the til t in 
motion When the elevator stops, 
exit, then jump into the water to 
find the Hidden Remote hovering 
close by 



To make your little buddy's 
battle shorter than a three* 
hour tour, toil-whip the blue 
fireballs and bat them into 
the baddies, then leap the 
incoming flame walls to avoid 
going up in smoke 




































GEX 64: ENTER THE GECKO 

Once you've escaped from Cilligex Island, a gate in the main TV area will open, but be 
afraid Be very afraid- Behind it, you'll be able to tune into Frankcnsteinfdd, an area crawl¬ 
ing with almost as many creepy little monsters as you could see in ,1 Full House rerun 


After passing through the worlds 
first door, circla the well and enter 
th« door shrouded in the greenish 
light Turn right, hop to the TV in 
the corner, thentail-whip the wall 
to uncover a second power-up 


Beneath the ramp with the grand¬ 
father clock is a secret passage 
concealing a 1-up Gam entry by 
hoping on the platform floating 
beneath the ramp leading to the 
two axe wielding knights. 


After pessmg through the first 
door in the area, enter the reddish 
door by the well Hop onto the 
jack-o -lanterns floating platform, 
than jump into the diamond- 
shaped portal on the Will behind it 


tured to the left, leap back to the 
main path and work your way up 
the ramps to the jack-o'-lantern 
The wall behind it is anillusioa Vtelk 
through it to nab a few collectibles 


It's time to wax on and wax off, because' Kung Fu Theater will give the lizard a licking with 
Mao Tse Tongue. As a rule, use the Jackie Chan approach to problem-solving: kick and hit 
everything in sight. If you do, uncovering secrets will be easier than snatching a pebble' from 
a kung fu master 


Stwiing in the downtown squara 
where you begin your |oumey is e 
green neon sign Whack it to open 
a secret passage in the red pillar 
across the street Inside you'll find 
a 1-up TV. 


Break down all the brown doors 
and panels you come across- 
you'll probably find some goodies 
hidden behind them. In the room 
with the spinning wooden plat¬ 
form, leap to tha gong Bang it, 
then break down the door ~ 


To reach tho cwnon, scala the gold 
wall, then leap to the platform. 
Push the cannon to aim it, then 
press the B Button to fire At tor 
blasting both gongs, climb the 
stairs you've magically summoned 


In tho room withthe spinning 
wooden platform spring from the 
stars to tha section of roof near 
the "Good Time Messago" sign. 
Follow the roof to the alcova, then 
break down the door 


Channel surfing from network TV to Internet TV, Gex logs on 
10 the Tron-like site of www.dotcomxom at Circuit Central. 
You'll have to guide your techno-gecko with precision, 
because one false move could be a fatal error. 


Fry Moo shoo Pork by throw¬ 
ing the switch on the far wall 
Short-circuit the pig four 
times, but avoid crossing the 
center platform or you'll be 
zapped by an electric charge 


Pass through the green spheres to 
temporary energize Gex. As long 
as Ibis glowing green, he'll be 
able to leap from tho green spring¬ 
boards as woll as charge the ener¬ 
gy bridges that will emanate from 
tne green floor panels* ^ 


Wait for th8 energy pulse to begin 
its path across the circuit of float* 
mg ‘ stepping stones." Once a 
charge has begun its journey, 
quickly navigate the platforms 
before the subsequent pulse 
catches up with you. 


On your wav to scaling tha launch 
tower for Mission 1, take edetour 
two floors up from tha final green 
anergy sphere Instaadof bounc¬ 
ing from the green springboard, 
hop along tha blacks jutting out of 
the wall w 
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In space, no one can hear you scream. Not that you'd want to scream, since every breath 
will count. On the Rocket Channel, Gex will be lost in space with very little air to spare 
Gasp and grasp for the red-and-gray air packets by trekking through the stars, and hope 
the force is with you. 


Agent Muldar, take not a: when 
you have a close encounter with 
nn alien, aim lor its hoad I f you aim 
for its body instead, the alien will 
fling up its light saber, which could 
impale you on its way back down 


Scale the platform supporting the 
satellite dish to the loft of the 
starting point Empty spaceseems 
to separate it from the TV across 
the way, but acamouflaged bridge 
actually connects the areas. 


ybu can cling to the sides of the 
towers to climb them, but do so 
quickly A blue energy ring will 
surge up the tower, and if it hits 
you, you'll be deep-fried in deep 
space. 


Head I ram the starting point to the 
racket When you reach the I irst 
air booth, jump to the nearby plan¬ 
etoid with the rcd-and-white bea¬ 
con Smash the tower, then ride 
the flying saucer that floats up 



not .ill, folks. Toon TV draws Gex back into cartoon land No Mickey Mouse of a level, 
Fine Toomng and its oversized obstacles will be enough to drive a gecko loony It was bound 
to happen, though. A lizard can be squished into an at cordion only so many times 


To reach the items on the platform 
above the barrels, create stair 
steps Jump up to tail-whip one of 
the barrels in the second row, 
then tail- whip two al the barrels 
in the top row 


After riding the boat to the castle 
and docking at its doorstep, cross 
the drawbridge Rather than 
entering the lartress. lollowthe 
ledge around the side of the castle 
to lind the Hidden Remote 


Collectible goodias may ba con¬ 
ceded in the trees, but the items' 
shadows will give away their hid¬ 
ing spots. Stand on any dark areas 
on the ground, thon hop to reach 
the item that casts the shadow 


When the dominoes come 
marching in, quickly jump while 
pushing the Control Stick 
toward the black-and-whitcs If 
your attack is constant, you'll 
get post the parade alter knock¬ 
ing over three or so blocks. 



Take a Jurassic journey to the land that time forgot The zip code may be familiar, but only 
dinosaurs with pea-sized brains will be roaming the land (and we don't mean those 90210 
kids, though they always did seem to be too old to be attending high school). 


The dragonflies are particularly 
pesky lo swat them, first provoke 
them by approaching Retreat as 
soon as they charge, thon tail- 
wtup them as they close ta 


The twin platforms work in 
cahoots, if you stand on one, it 
will sink, causing the other plat¬ 
form to nse Leap to the second 
when both platforms are on fairly 
even grouni 


Fire goodl Dinosaur fear fire! Using 
Fite rower, you'll have better luck 
making the dinos extinct by run¬ 
ning fiery rings around them. 


Just beyond the first large, one- 
homed dinosaur is egap in the 
tedge Leap over it, then follow the 
tumbling boulders ofl the cliff 
Hidden on the ledge below is a 
Reraota Control 
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GEX 64: ENTER THE GECKO 

After earning 1.4 Red Remotes, you'll be able to open the gate behind the entrances to 
www' dotcom < om and Mao Tse Tongue Once you're in Area 4, enter This Old Cave, a 

place whitXw it! appear to have been fixed up by Fred Flintstone rather than Bob Vila. 

* '• 


Hidriei Remote 



It's survival of the fittest, so you 
should be aggressive and attack 
the pterodactyls The fhers will 
zoom in and out of your way, and 
axterminntmg them with a midair 
tail-whip is an«asy way to clear 
the air and eamcollectibles 


- Honey, I 

Shrunkthe 


%u can cling to any of the white 
portions of rock Your prehistoric 
trip will also be easier if you use 
the giant flowers as trampolines. 
Hda the A Button while Gex is on 
top of ono to make him jump higher 


Before geckos evolved into the 
TV-loving reptiles we've come to 
love, they started out as primitive 
cave-dwellers Change is good, so 
whack the terrible lizards into 
extinction, then smack their tails, 
which will also put up a fight 


When the final platform above a 
steam vent floats you to the 
ledge, hop off, then spring from 
ledge to ledge along the wall of 
the cove About halfway around 
the cave, you’ll reach the ledge 
with the Hidden Remote. 


From the land of the lost, Gex heads back to the future Circuit Centra! has more high-tech high 
jinks in store with Honey, I Shrunk the Gecko and programming that's a megabit tougher than 
the channel's previous offering in Area 2 

k 


Allmissiorw branch from the room 
with the Checkpoint TV A two- 
ftwgtd robot patrols the area end 
vw leavo buhmd a treilof time 
bombs The explosives will count 
down, so make tracks when they 
near zero. 


Overlooking the Checkpoint Room 
is a C-shaped hell way with 8 green 
sphere flanked by two robot 
guards Directly above the sphere is 
the Hidden Remote.Energize Gex, 
take the left passage, then bound 
from the green springboard to tho 
yellow wall tiles to tho right 


The satellite platform will orbit 
around the pentagon-shaped pod 
until you swing Gex s tail Execute 
tho move when your satellite is 
approaching the pod across the 
room When the whip releases you 
from orbit, you'll sail to the second 
pod to become its satellite 


For Mission 3 use the green 
sphere to energize the green plat¬ 
forms Once they re juiced up. 
they'll move to form stair steps 
that you can reach by leaping from 
the yellow barrel 



In this monster boui worthy of pay-per-view TV, Gex will go on a rampage 
through the City streets with the robotic goliath, Mecharez As a Godzilla-sized 
■gecko, Gex won't be able to use his flying kick, so assail with his ta il 


AREA 4: BOSS 


Keep your feet moving so 
you’re never behind 
Mecharez The mechanical 
menaces rear rockets are as 
hot as an episode of Melrose 
Place, so don't get caught 
behind him, or you'll be toest 


When it has the chance, 
Mecharez will station itself 
on a rooftop to unleash its 
shrieking, radioactive breath 
Knock the robot off its soap¬ 
box by whipping the building 


When you've drained ebout 
half of Mecharez s power, the 
military will intervene with 
tanks and choppers Play it 
safe, end avoid taking unnec¬ 
essary damage by staying 
focused on Mecharez. 


Movies have elways been 
good for Gex When the lizard 
is low on health, head for the 
cinema for a thumbs-up reme¬ 
dy By pulverizing the movie 
house, you'll release a Health 
Boost Fly 
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After ridding the city ot Mecherehead through the gate between Moosliop Pork and Mao Tse 
Tongue Follow the path, then board the floating platform on the right At the end of the line, 
you'll reach Area 5 and find that it's more than just a Paui tn the Asteroids, n 


After climbing to the top of tho 
elevator shaft, rido the floating 
platform to the next space sta¬ 
tion. Once you've docked, leap into 
the pink warp gate. On the flip 
side, you’ll find n Remote among 


Tofe3Chyourob|ectivas for 
Missions 2 and 3. scale the eleva- 
;or tower Mechanical bugs will 
close in on you, so use your tail to 
whip the robotic ticks into thB 
outer limits. 


If you're low on eir, whip the space 
mantarays They'll leave behind j 
bubble of air that you can burs LtO 
refill your oxygen met or The 
space fish will also drain your'air if 
they latch on to you, so jump and 
spin to shake them off. 


Flip the very first lover to'use the 
separate paneismto a bridge 
Wnila standing fin tho fn it sec¬ 


tion of bridge, tail-whip she lever 
again to make the bndge section 
float you toa planatmd with an Ice 
Power TV 


othar goodies 


Despite thw show's name, samurai Night Fever doesn't mix disco with martial nds 
body will be kurv, fu fighting, and those cats will be as fast as lightning 'nil as 
fancy footwork,there won't be a pair of bell-bottoms tn sight. Yet. 


In the gazebo area, stand in ih**-' - 
corner with the two vases. If you 
peer over the ledge and look down 


You won't be able to begin Mission 
3 until you've reached tnu ends of 
Missions 1 and 2 When finishing 
either mission, hit the gong by the 
exit TV to open a ga l eway to the 
third mission. 


To raa ch the T up on the gsz ebo's 
roof, bang the gong When you 
sound it, the block with the hand- 
printVvill briefly nse up Scurry up 
on top of it, then use the talV 
sprmg lumptobounco to th*;top. 


Bon oath some of the wooden 
floors are hidden arees Look for 
seamE in the floor, then whip 
Gex's tail while standing on top of 
the trap door to open it 


at the adjacent tower. fau'II be 
able tosee’swnfcgolden panels 
that Gex can cling to Make the 
leap of faith to the sticky surface 
then follow it to the Remote 


f*|ue you’ve clou d;W6 Red Remotes, head through the gale between Mat) Tse Tongue ant 
MGoshoo PjJfJv hop fciilo the left shuttle platform You'll lly into a lion-shaped temple, anc 
inside you'll find Rt zoppK the TV wasteland ruled by Gex's arch rival Rej 


All IRbiiau 


All Miseiiens 
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The speaker you're not standing 
on will orbit around you, while irw 
speaker you're parked on will be 
stationary Once you tump to the 
mobile speeker, it will stop, and 
the other will become its satellite 


m 
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The mir ror ro om m Area 6 wil I 
plunge Gex into the last days of , 
disco,Hop onto one of the three 1 
blocks than look in the mirror 
By jumping on tha blocks with 
the green reflections, you’ll 
open the exit 


Get the drop on a flnt-toppadftie 
by using the spring-jump. Hop onto 
theraeature's head, then press 
the A Be t ton right before hex 
lands to pound the energy With an 
extra bouncy jump 


Work your way up to the stereo 
speaker platforms hovering in the 
room with the remote-like eleva¬ 
tor platform Guide the speakers 
to the far side of the room, where 
you'll find your 

A 













Eachf^tcontains two5%cr Remote*- Duel he 
Pldd* « Remote, and th^otbwr'fs the Reward, Remote wnich you 
toil win by gathering up enough iollecliblesiu njeet the level’s 
itenV •}■ <!» ByL < ollectmg Silver Remotes, you can unlock the 
gam« Bonus $reas, where the pri/ft will be a coveted Gold 
RemoV Winij t>j| linrlin gjhe col lei tih las within the time limit. A 
few recpn Uns should Mi> you beat the dock 


■•'‘l 14Enter the Guko is .iv>ylablt for other platurms, R->| t>4 
isn't ,-jj carlxin copy ol thw other versions The N&4 version does 
raatn. all of the other versions' environment^ but it also 
adds a new level, theamderwater Gecques CouSti ju area With 
TV p.uodits aplenty anrj'Qven more variety than if- counterparts, 
Gex 64 should appeal to fans of pop culture and action games 
aliknj And th.l broad npeal could spell "blockbuster" for GeX. 
5ta\ tuned, 
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AZTEC 2 STEP 


Re 2 wants to brainwash TV viewers with subliminal messages like 'No think- 
. mg " But TV-loving Gex has other things on his mind, like "Get ready to rum¬ 
ble,'"'Make my day," and "Yabba dabba doo" or something like that 


When Rez is ready to fire, 
the camera will change to 
the robot's perspective to 
show Gex m its sights As 
soon as its targeting systom 
appears, jump wildly around 
the arena to dodge Rez’s mis¬ 
siles 


CHANNEL l 
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After the missile assault, 
Rcz will charge you If you 
dodge the attack, Rez will 
be stunned temporarily Take 
advantage of the downtime 
by whipping the robot into 
the energy field in the mid¬ 
dle of the arena 


After a few jolts, Rez will 
"hulk-out" to become an 
even larger menace than 
before Stationing itself in 
the hole in the middle of the 
arena, Rez will swing its 
giant hands at you and 
shoot lasers from its eyes 


Hide behind one of the preen 
cylinders to lure Rez's flail¬ 
ing arms into crushing the 
cans If the mech smashes 
them, the overhanging TVs 
will fall on Rez s head After 
that,it s hasta la vista, hahy 
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Hngal in... 

This cods will allow one of 
yoar fiatdara to fly. Altar field 
ini a ball oa a play ran to any 
baaa except first. Throw the 
ball around the hasea ia this 
ordnrr 12,3, H, 3,2, H, 1,2,3 


Swing fluiaui 

Sports titles make up 50% of current video game sales, so it 


Batter Blowup 

Whan hatting, prase Right, 
Left, Down, Right, Loft, Up, 
Right, Left and Dowa to make 
yoar batter blow ap. Ha'll 
reappear aftar the next pitch. 


Called Home Run 

Whan Griffey comas op to bat, 
prase Left, Left, Right. Right, 
Right, Left aad Left. If tha 
coda ia entered correctly 
Griffey will point with his bat. 

If you nit tho vary next pitch, 


Ulorld Series Ulin 

To aaa tha Wbrtd Series cata- 

heuia a gema and press left C, 
right C. left C, lift C, right C, 
bottom C, top C aad Z on the 
Stadium Select screen. 


Do e Lillie Dance 

Whoa you're batting, preea Up, 
Up, Down, Left, Left, Right, 
Right, Left, Loft Down, Up and 
Up before tha pitcher hagins 
hie wind-sp. four batter will 
start ahakia* his groove thangl 


Fireworks 

Before you begin a game, 
press Z an tha Stadium Select 
screen to do a ‘'fly-through" of 
tha ball park. Loch toward 
horea plate aad presa Z and R 
simultaneously to see soma 


Gat Douin Tonight 

If you're pitching, and you 
waat your pitcher to otrut his 
funky etufI, press Up, Up, 

Down, Loft, Loft, Right, Right, 
Left, Left, Down. Up and Up. 
‘Show 'em how to do it nowt* 


y a&&£i?siD 
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MEMBER IDENTIFICATION # 


lineup falls info fhaf category. Leading the pack is Major 
League Baseball Featuring Ken Griffey Jr. Codes that are 
entered on the batting screen can be used in one- and two- 
player games, and in any mode except the Home Run Derby. 
When entering a code on the batting screen, you must enter 
If before the pitcher winds up to throw, Use the Control Pad 
to enter directional commands. With the Home Run code in 
hand, you'll break Roger Maris'* record for sure! 


you ii gai a noma rail, 


uiiu Hi 


...the Outfield 

On tha eext play mat aad of 
picking ap the hall, press A to 
do a running dive. Yoar f folder 
will laep iato tha air. Praea A 
or B to swim" through the ah. 
If yaa let off the controls for a 
second, the fielder will land. 
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Alien Abduction mode Eating Bonus 

Now we know why aliens are always abducting people-they Here are a few codes you can use as you eat your way 
just want to pley baseball! Type in ATEMYBUIK on the Enter around the globe. You may use either the Control Pad or the 


Cheat screen, then begin an Exhibition or a Quick Play 
game. On the Stadium Select screen, scroll down until you 
find Allenopolis Park. When you start your game, the home 
team will have the same stats as the team you picked origi¬ 
nally, but they'll look like aliens. Do you think we should call 
in Mulder and Scully on this one? 



Press Start to lock in a cheat, What do you know? The truth 

than preaa B to exit tha Cheat is not there, hi loft field! 
Menu. 


Control Stick, and codes will last for one stage only. 

The first code will give you triple bonus points for each 
person you eat. When you start a World Tour, you'll ride an 
airplane to the next country. When the ride is over and the 
name of the next city appears, hold Up and press Jump three 
times if you're George, Punch three times if you're Lizzy or 
Kick three times if you're Ralph. 

Bed Pood, Good Pood 



When a World Tour is over and the name of an American 
city appears on screen, hold Down and press Jump three 
times if you're George, Punch three times if you're Lizzy or 
Kick three times if you're Ralph. This code will change bad 
food to health-boosting good food during the next stage. 


r 


B 


Level Skip 


<A\ 



Like Oranges On Toothpicke! 

Here's one that we forgot to toss your way last month. This 
code will make all the players' heads-what eteef-big. Pause 
your game and press Right, Right, Left, R, Z, Start, A, Start, 
A, Start and Z. Use the Control Pad for the directional com¬ 
mands. Now resume your game. 




If you're about to enter Cleveland, Fargo, Oklahoma City orf 
Reno, press Jump, Punch and Kick if you're George; pres? & 
Punch, Kick and Jump if you're Lizzy; or Kick, Jump and 
Punch if you're Ralph. If you enter the code before the name 



of the city fades and the stage begins, you'll skip anywhere 
from seven to ten days ahead. 

Bad Pood Begone 

If you're about to enter Casablanca, Kiev, Kodiak, London, 
Moab, Nashville, Rio de Janeiro or Washington D.C., press 
lump if you're George, Punch if you're Lizzy or Kick if you're 
Ralph. If you press the correct button before the city name 
fades, all the bad food in the city will disappear. 
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Altar the code is eotercd, 
press Start to resume play 


They'll cry themselves to If • code is entered correctly, 

eleop every night on their huge a message will appear below 
pillows! the city aeme. 


Turn, yum! This one bps e nice, 
chewy center! 





MIKE PIAZZA'S 


fTlirror Care 

Back in Volume 109, we asked if anyone knew the quick 
code for the Mirror Car option, and our pal Colin Gordon 
from Boss Game Studios came through. Start a race and, 
using flie Control Pad, press Right, Up, Left, bottom C, bot¬ 
tom C, A, Right and Z. Now exit the race and start a new 
one. On the Decal screen (the last option screen before a 
race begins), press bottom C fo change your car's paint job 
to a mirrored finish. Thanks again, Colin! 


0 Full Roster of Codue 

We'll round out our baseball coverage with this lineup of 
codes for Mike Piazza's Strike Zone. Use the Control Pad to 
enter directional commands. 

Easy Home re 

On the Today's Gama screen, 
press L, R, L and R to mahe the 
cursor disappaar. Now praaa 
l. A, Down and Right. Press 
Start to make the cursor resp- 

E aar. Start your gama. Every 
it will now he a home ran. 


HOME RUN 


tzmmm 


Extra Speed 

On the Today’s Gama acraan, 
praaa l, R, L and R to mahe the 
cursor disappear. Press left C, 
A, Down, top C and Z. Praaa 
Start ta make the career reap¬ 
pear. Now ail players will ran 
vary foot 


Prats bottom C on tha Decal 
screen for a aew paint job. 


Start any reca. emar tha 
code, then axit. 


Hidden Stadium 



On tha Today’s Gama acraaa, 
praaa L, R, L and R to mahe the 
carsnr disappear. Praaa Right, 
A, top C, L and A. Press Start 
When yoa begin yoar gama. 
you'll be in tha Devil's Thumb 
Stadium. 



Welcome to 
Devil’s Thupib Stadium 



Crazy Pitch 

On tha Today 1 * Gama acreen, 
press L, R, L and R to make tha 
curaar disappear. Praaa right 
C, A, Z, top C, R and B. Press 
Start to mahe tha cursor reap¬ 
pear. Now all pitches will 
move ia wild pat tarns. 




Crazy Ball 

On the Today's Game screen, 
praaa L, R. L and R to make tha 
cursor disappear. Praaa right 
C. A. Z. B. A, L and L Press 
Start tc make tha cursor reap- 

C aar. If a hell is hit, it will now 
aunca all over the field. 
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Hidden Game Boards 

To gain access to a different set of game boards, first com¬ 
plete all 16 Practice rounds. Once this is done, the back¬ 
ground on the main menu will turn red. Go to the Options 
screen to find a new "Floor" option. Use the Control Pad or 
the Control Stick to scroll through the various options. 



Once you camplata the You’ll ha ahla ta choose from 

Practica rounds, tha ’Floor’ many different gama boards, 

option will appear. 




















Kumum 
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Kombat Modes 

No MK game would be complete without Kombat Kodes, 
and we've found 27 of them so far for MK 4. In case you're 
a Kombat rookie, here's how they work. Kombat Kodes can 
be entered on the V*. screen before any two-player match. 
Each number in a Kode sequence shows how many times 
you must press a particular button. The first three numbers 
in a Kode arc entered by Player One and the next three by 
Player Two. For example, to activate the Free Weapon Kode 
(111*111), Player One must press Low Punch once. Block 
once and Low Kick once, while Player Two must press Low 
Punch once. Block once and Low Kick once, tf there's a aero 
in the Kode, you don't have to push that button. 




At another example, try the 
Disable Throws Kode <100- 
HHI). Go to the Ve. screen. 


To activate the Kode, Player 
One and Player Two must each 
prase Low Punch once. 




Both playere must enter lhair 
part at the Kode before the 
match begins. 


Now you wont be able to 
threw ench ether. A Kode 
lasts tor eae match only 


""M 


CU&StMlD 
1KI ObfftUNOM 


111-111 

444-444 

666*666 

050-050 


123-123 


002-002 

020-020 

222-222 
100-100 
010-010 
120-120 


011-011 

022-022 

033-033 

044-044 

055-055 

066-066 

101-101 

202-202 

303-303 

001-001 

321-321 

012-012 


Description 
Free Weapon 

(Ona weapon on the ground) 
Armed and Dangeroua 
(Weapons drewn at the atart) 
Sllant Kombat 

(No mualc during the match) 
Explosive Kombat 
(Foa explodes when defeated) 
No Power 

(First hit wina the match) 

Many Weapona 

(Many weapona In the arena) 

Weapon Kombat 

(Can’t drop your weapon) 

Red Rein Moda 
(Rain falla in Wind World) 
Random Weapon a 
Throws Disabled 
Max Demaga Disabled 
Throws and 
Max Damage Disabled 
Fight in Goro'e Lair 
Fight In Tha Wail 
Fight In The Elder 
God’a Sanctuary 
Fight in The Tomb 
Fight In Wind World 
Fight in Raptlle’a Lair 
Fight In The Shaolln Templa 
Fight In Tha Living Foraat 
Fight in The, Prison 
Unlimited Run 
Big Haeda 
Noob Selbot Mode 
(Effect unknown) 


if you have an awesome trick, password or code for our Classified Information 
files, drop us a line at the address at the right. For access to even more cool codes 
and tips, check out Nintendo's official web site at www.nrntendo.com. 


flintendo Power 
Classified Information 
P.O. Bok 97033 
Redmond, I1IR 
98073-9733 
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LEARN THE 


CONTINUES THIS AVWW AS WE 
WHISK YOU THROW b« SECOND 
OF THE GAIA n 

V TACTICS 


OVERCOMING THE TRAPS AND ENEMIES 
IN THE LAST TWO PLANETS LEADING UP 
TO THE FINAL CONFRONTATION WITH THE 
GARADEN EMPIRE. 



Your adventure on Kanatia begins with a sizzling start inside the 
Lavana Volcano. The stifling heat radiating from the planet's core will 
inflict more damage than the marauding enemies. Do your best to 
keep your cool and toss bombs at anything that jumps in your way. 


ARE A It LA VANA VOtCANO 

CRATER 



DAM 


CRYSTAL HOLE 
EMERALD TUBE 


HADES CRATER 

TAHOE T iCQttti 1,000 

You'll have to master the Bomber Copter and blast 
the four Control Towers to open the exit door to 
this scalding-hof, vertical level. Remember to hold, 
not tap, the A Button to keep climbing higher. 
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Use your A Button to pace your 
descent us you collect the 
etring of Blue Crystals high 
above the bubbling pool at tarn. 


MX* 







'S 1 



lining yourself up directly shove die 
Coetrol Towers can be tncky. H you hover 
close to the target, you can use your 
shadow to position yourself ever e target 
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MAGMA LAKE 

TAitorr scoaii t^oo 


Carefully pick up tire item! you find along 
lfi« bridge, bat etsy cloaa to tha cooling 
ehambars and refill your energy bar. 


MAGMA DAM 

TAROIT *CO*fc S,CCO 


BOMBERMAN HERO 



A narrow path bridges Magma Lake's sizzling surface. 
The heat is unbearable, so you'll have to replenish your 
energy at the cooling chambers found along the way. 
Beware of the lava bombs thrown from the 
cinder cones. 


Tha fire-breathing turtles ere 
oo problem if you throw bomb 
at fit am when their ahelle 
are open. 




including the Special Bomb, and expose a second exit that leads to the cooler Crystal Hole stage 


If you blast open theaecond 


» _ w ii pin uiiwi wraii imaccwHi 

lava tload gate. tha surging 

S up on tha floating Hack rack owl tan-wave will malt the rock 
ly throw a bomb at the first lava block, exposing the Special 

gats to asm a fiohf Diamond, *•; Bomb inside. 

CRYSTAL 55 

TARilST SCO«E: *,OM j.'T 

If you backtracked after blasting "** 

the second lava gate at the Magma t V ■ W*- 
Dam, you probably stumbled • " j . ‘ - 

across the exit leading to the i ^ ^ 

Crystal Hole. Thh level Is short, Imt 

youll have t« make some tricky L ^ ep . 

jumps to reach the exit i ■ 


1b collect the items down at 
tha bottom ol the crystal . 
craters, walk across the glass 
until you tumble into an invisi¬ 
ble hole. 


Wait for the spikes to recede 
into the wall before you run up 
the path and leap far the plat¬ 
forms leading te the atage exit 


EMERALD TUBE 


The Magma Dam keeps molten lava in Magma lake from engulfing surrounding lands. Opening 
fire dam's two lava floodgates won't make this hot spot easier, but it wiH release more treasures. 





TWieST scow-. 7,500 

It's smooth sledding if you're trying to fi 
Emerald Tube on your Bomber Slider 
youll free o colossal challenge if you 
trying to earn the target score of 7,500 
points. You don't have to collect 
every treasure to meet your 
goal Try concentrating on mov¬ 
ing as slowly as possible 
and snagging every* 

Rainbow Diamond and 
Gold Diamond on 
(he course. 



Press Down on tire Control 
Stick to turn the Bomber Slider 
sideways, reducing your 
speed and making it eaay to 
grab items. 



Rainbow Diamonds are the 
gem-dandy treesuraa diet wiH 
help you meke the target 
scare. Steer toward each one 
you see. 
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Death Pyramid h a high-tech complex Inhabited by sinister 
robots and strange monsters. While exploring Us depths, 
Bomberman is tripped up by Cronus, a robotic spider with a 
nasty bite, and tossed into a dungeon. Now it's up to you to 
help him find a way out. 

DEATH TEMPLE 


AREA hi H H At IN h r* vdfr 

DEATH ROAD 



DEATH GARDEN 


FLOAT ZONE VS. NfTTtOS 
AQUA TANK AQUA WAY 



TARGET SCORE* 1,000 

The Death Temple is actually a dungeon 
deep inside in the basement of the Death 


Pyramid. The cells are located at the 
lowest point in the complex, suspended 
above a bottomless pit. Watch out for the 
pharaoh-faced traps or Ihcy will head-butt •* * 
you, shoving you off into Ihe dark abyss. 


Use the Force Field Key to open 
up the exit leading into the 
dreaded Deeth Garde*. 


Kich e bomb through the gap in Enter the teleporter ns the 
the |ail bars to blast the switch Temple* right aide to warp 

that opens Bomber-man's cell. acroas the room to the Fores 

Field Key 


DEATH ROAD 

TARUET SCORCt 4,104 


The name of this stage is intimi¬ 
dating, but you've already 
encountered rougher areas ear¬ 
lier in Ihe game. You'll be king 
of Death Road if you remember 
to jump and toss bombs al your 
enemies from a distance. To 
match the Target Score, you'll 
need to dispose of most of the 
foes wandering around in this 
narrow hall. 


OJ6OO 


trrr 


OOIOO 


Boulders defy gmrity hem. Run 
bach up the Mil and lean tor the 
ledgee ekmg the wall, them's 
only one roch io 
tins stage. 


Cluenmg thie tichmy fee s deck 
isn’t very difficelt. Jump and 
tase bombs et it as you slowly 
mtmst down 
the hellway 


you'll exceed your target scorn it you toss 
bombs at tha floating knives and Mast all 
tlia crates along the walls. 


DEATH GARDEN 

TAROS! SCORE* 1,900 

You'll have to collect four Key 
Crystal* to open the exit leading 
out of Death Garden. Three of 
the Key Crystals are on the 
ground, but the fourth and final 
hey is on a platform high above 
the terrace, ff you keep jumping 
up and left along the stone plat¬ 
forms, you'll eventually stumble 
across a Special Bomb. 


> 



Pich off the ttowar he fora yea Blast the thme blue boxes in The third piece » high on the terrace 

grab the firet Key Crystal to the the center ef the terrace wall. Go left until you find the fourth 

Mt of the gardee exit to uncover the second KsyCryetel. 

Key Crystal. 


FLOAT ZONE 

TARGET MORE: 1,400 



~j003,m A 

-Ml 


The affects of the Bubble icon 
era tempomrv. Quickly meke 
your way ep thmugh the hele 
hofom the bubble peps and you 
drop. 


Defeat the enemies an each floor, then 
collect the items in the cemam Blast 
the switches or you wont mahe • 
safe escape. 


NINTENDO POWER 



Use the Bubbles tu float over 
the spihea inside the darh tshe 
on the fourth floor, thee collect 
the Special Bomb and the Tup. 


You'll have to touch a Bubbles 
icon to float up between floors 
inside the Float Zone, ff you 
aim for the boles in the ceil¬ 
ings, you'll rise to the next 
level. Be sure to keep an eye 
out for the pressure-cooker 
enemies waiting to blast you 
out of the sky. 










BOMBERMAN HERO 

You'll have to destroy the massive blue water tank #1 the fop of this stage to douse the 
flamin g geysers blocking the exit. Take your time and carefully dispose of the monsters 
and robots before you start your climb, or you may take a tumble and end up hitting the 


AQUA TANK 

TAROCT SCORE: 3,C00 


Blast the switches to activate the 
liuting platforms leading to the top el 
tho stage. Bomb any enemies on or above 
tbs platforms before you jump ap to them. 


After you reach the highest 
platform, throw e bomb or two 
et the blue tank m front of you. 
The cascading water wih open 
the exit 


AQUA WAY 

TARGET SCORE: *,033 


00000 


The Bomber Marine will help you navigate 

the Aqua Way, a hexagonal halfway lined 

with powerful missile launchers. A giant sea 

serpent lurks in this hall, and if you're 

nof careful, it will open its mouth 

and swallow you before you 

can slip away? #*|§P 


Things look grim os the 
serpent clasts, but you'll 
raise your scanty col looting 
the treasures is its holly. 


OOtSf) 


After you leave the serpent you'H and 
up ot tho other end of Aque Way. Swim in 
reverse and blast away the remaining 
guae before you eteor towards the exit. 


Use your torpedoes to blast 
away the globs of serpent 
food Mocking your way, then 
swim forwaid and collect 
the treasures. 


OOtiJO 


Nitros is back with a 
new bag of deadly 
tricks. He's ditched his 
disk-throwing attack and 
added e protective force 
field. You'll have to destroy the 
three force field towers 
before you can hurt Nitros. 
Hitting the target 'score J 
will be tough, but if you / 
vary your attacks / 
with bomb tossing, 
dropping end A 
kicking, you'll f 
finish Nitros in ! 
no time. 


¥5. NITROS 

TARSIT SCCMi 3,500 


007/0 


tb« can't hurt Nitros sntif you destroy the 
three force field towers. It’s critical to 
demolish the towero quickly if you want e 
low time and a perfect score. 


ft Nitros hops away from your 
thrown bombs, tty dropping 
bombs around him or kicking 
bombs into his fact., 
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AREA 3$ KANA TIA SKRttC 

HAKO COASTER MOVE STONE VS. 90URBAN 


DARKIMS NAO COASTER 


1 


Hie Kanatia Shrine has some of (he biggest and toughest stages in the game so far. 
Even if you slip past the whispering quicksand, slippery slugs and heavy artillery, 
you'll still have to crush a missile-toting, stone-toothed sphinx named Bourban. 





HARD COASTER 

TAROCT SCQHt 6 ,SCO 

Hard Coaster is possibly the largest stage 
in the game. Far below the automated 
platforms and white columns is • desert 
of shifting sand. Stay out of the desert or 
you'll be swept sway by the current and 
pulled into « canyon of quicksand. 




To avoid falling into quicksand, 
wait until the platforms are side 
by wdo before you make your 
leap. 


The Glove it greet tor destroy¬ 
ing distant enemies. Switch to 
kichmg if you got too cloee tor 
comfort 


Salt Bombs won't fareeh open 
boxes, but be sure to diapose 
ot ell the sluge belorc you 
twitch bombs. 


Ybu’H aead to find the tour 
Key Cryatele before you can 
epee the blue doer st the end 
of the etage. 


Slimy slugs ooze throughout the 
Maze. Sait Bombs will eliminate these 
slimy pests, but the gritty explosives 
won't scratch any other enemy. Be sure 
to dispose of everything but the slugs 
before you pick up the Salt Bomb. You'll 
need to blast every enemy In the stage 
and find every treasure and power-up to 
match the target score. 


Blast the bouncing block and 
barrels betore you go looking 
for e Salt Bomb to use on 
the ahigs. 


Eveo if you're eff the mark, the 
Self Bomb* expanding white 
clouds will make up for o 
acermiss. 


DARK MAZE 

TuutKou: j.seo 


MAD COASTER 

TARGET KME: 4,O#0 

Mad Coaster won't be hard to complete, 
but you'll have to defeat oil of die 
enemies and find all of the treasures and 
power-ups to earn • perfect score. Just 
like you did in Ihe Dark Maze, be sure 
you destroy oil the slugs before you 
switch bade to your regular explosives. 

MOVE STONE 

TARGET SCORE t J.500 





aoooo 


§17811$ 


It's easy to dodge the gun 
sholls, bet you need to blest 
ell the artillery to match tha 
target score. 


Doe't blow this crete away 
until you've ased it as a 
stepping stone to roach 
iha Gold Diamond. 


If you switch back to regular 
bombs too anon, you'll 
mise soma elugs end the 
target score. 



This sounds like a strange name for a 
stage, but the tide tells you exactly whet 
you need to do to reach the exit. There 
ere four stone blocks that you'tl need to 
push into four holes to activate a beam 
that will teleport you to your battle with 
Bourban, the stone sphinx that controls 



The lower-left stone can be 
pieced m either of two holes. It 
doesn’t matter which one 
you pick. 


You’ll find that this stage is 
oasier to complete it you 
defeet tho enemies before you 
mow the stones. 


VS. BOURBAN 

TARGET SCOREt 7,000 

Bourban'* misty breath will temporarily 
paralyze anything it touches. His weak 
spot is his tail, so run around him until 
you have o dear shot at it Don't waste 
your time trying to blast Bourban from 
the front, especially when he hides 
behind his force field. 


A grain beam ot light will 
eppeor utter you place tbo 
stones. Step into the light to 
tight Bourbon. 


Plonct Kanetia. 


Bourban will always turn to 
face you, hasping you ee far 
away as possible from his 
unprotected teit 


You canl breoh through 
Bourbae'e force Held unless 
you sneeh around end hit him 
from behind. 


Keep reeving wh 
stamps his feet 


whee Bourban 
stamps his feet or you'll 
be pommeled by brichs falling 
from the ceiling. 
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AREA Is LOUIE'S JUNGLE 


HOPPER LAND JUNFALLS 

COOL CAVE 


The lush jungles and cool, watery caves of Mazone are a welcome change from 
the arid wastes of Kanatia. This green planet is the home of Louis, e green, hop¬ 
ping hare who is always willing to help friendly visitors cross the wilderness. 




HOPPER LAND Wat VVj oo'.nt 

T/UltCT SCORE: 5,4190 I mJ Jj 

Even experienced gamers will f 

probably be stumped trying to » > 

rind the exit in Hopper Land. ^ 

You'll hove to master riding , ; 

Louis and using the wall jump ^ ~ _. _ 

to climb up the ledges. Leap Instead of throwing bombs to 

against the well, then jump bvel enemies, you con attack 
... j. your fott by directing Louis tc 

agam to bounce diagonally up slom p on their hand.. 

the narrow gaps In the cliff. 


Use Louis's etrong lege to wall jump up 
the nerrow gaps in the ctifff. Mustering - 
the wall jump requiree practice, but thle 
ia the only way you’ll be able toraach 
the exit. r* 


Stomp on the lizards’beads as 
they pop out of the shadows. 
Watch your timing or thay'll. 
whip you wkh thair tongues. 


JUNFALLS 


Exercise caution as you collect the trea¬ 
sures in the river, ft you let the current push 
you too far, you'll *Up off the waterfall 

& W ^ 

freeze Lake 

TAMWT SCOMt 6, SCO 

You'll easily pass the target score 
by 1,000 points if you concentrate 
on picking up all the treasures and 
elminafing the missile launchers 

« A’ 

and bobbing blocks of ice. You can 
escape the failing chunks of ice if 
you head Inward the ceiling as you 
flee in reverse. 




Max out your bomb iiweetory at the 
etert ot tha lovot—you'll eeed the extra 
firepawar to blast the bokbrng Macke. 
at ice. 


Scooping up gems os the bottom 
is easy, but you’ll have to swim 
feet to grab the treasure in front 
cf the water jett,- < r- 


COOL CAVE 

TMtStf*«JMi4,W0 





a>cmxt> 


You’ll fiad the Specie! Bomb 
on top ot the ice blocks on 
the left aide ot Coal Ceve. 
Freeze es enemy toclimlt up 
on the blocks. 


H you freeze the enemy text to 
the stage exit and stand on top 
of the ice block, you’ll be able 
to jump ead grab ae extra life. 


Freeze Ihe roy-fceam enemiee when tt 
itmteh their necke tocroate a tall klc 
Jump on top of the Meek end climb up 
ihe high ledges along the wall. . I 


There's nothing cool about this 
difficult stage, indestructible 

enemies Wander across slick ice 

% 

floes. If you find a Freeee Bomb, 
you can temporarily turn your 
foes into frozen blocks of ice, 
but if you lose yourgrip end slip 

once, you'll be finished., 

• » ' 
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AREA 2: SLUSH MOUNTAINS 

SNOWLAND HEAVEN SKY EVE SNAKE 

STORM VALLEY SNOW CIRCUIT 

. _ _ * . . . t . / X." . _» 


Slush Mountain is a lethal concoction of two parts Ice and stone mixed with an 
unhealthy dose of danger. You'll have to keep an eye on your footing, especial¬ 
ly when you're battling robots and snowmen on slick surfaces, in order to sur¬ 
vive this stage. > 


SNOWLAND 

TAROT SCOMi MOO 

Snowland is a maze of platforms 
and passages winding up a narrow 
canyon. Avoiding the skidding 
snowmen in this stage can be 
tough, so it's a good idea to hit 
your enemies from a distance. If 
you've mastered bomb kicking, 
try knocking a few into the snow¬ 
men before they spot you. If 
you're an excellent bomb thrower, 
try lobbing some af your enemies, 
then take a few steps backward 
and throw more before they can 
start their counterattack. 



The platforms in Snowland 
are connoctod by slick, icy 
walkways. You’ll find it eesiaf 
to take it alowly and threw nr 
kick bombs tram a distance. 



If you bleat the four snowmen 
in the rink, platforms will slide 
out of the walls, allowing you 
to climb up on tha surrounding 
clitts around Snowland. 



Ybu*ll soot tha Special Bomb on the left 
ledge wove the snewman's skating rink. 
Keep walking your way up the ledges 
until you’ve found ell the game. 


STORM VALLEY 

TARGET SCOUT 3,500 

Your rabbit buddy, louh, is back 
to hdp you hop to the top of 
the steep walls in Storm Valley. 
As you wall jump toward the 
mountain summit, be sure to 
stomp down the spinning screws 
throughout the stage. If you 
pound down all the screws In the 
valley, you'll create a snow 
bridge leading to the exit. 



The spinning screws mil build 
you abridge to the exit, but 
first you’ll have to tind them 
and pueh them into the snow. 



You must defeat every enemy 
end collect ell the treasures to 
earn the target score. Look for 
the gems next to the exit. 



ft you’m careless, the fans on the wood 
signs will blow you eft the cliff. Jump up 
on the 3igns hetom their fans etart, and 
crush thum with e big stomp 


SNOW CIRCUIT 



TAROT KORli 4.COO 

The Snow Circuit ia a Bomber Slider stage that will 
probably remind you of the Emerald Tube in Kanatia. 
But unlike the Emerald Tube, this snowy trail does¬ 
n't require you to collect every treasure to 
match the target score, making it fairly easy 
to complete. Stay In the middle of the 
course through the bottlenecks, and 
spin your board into the foes 
that block your path. 


If you're not 
careful, the 
eliding snow 
mee will knock 
you ott tite 
tieil end into 
the cold. Man 
ekiee. Don't 
woiry about 
picking up 
every treasure 
on the course. 
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These big, hlue bad guys ere 
the last enemies before you 
mech the stage exit. Spin your 
bond mto them to pick up 
extra points as you shoot post. 


Blue Gems em dandy, hat the 
Gobi und Rainbow Diamond* 
era your best triends. It you 
have te pick e tieil, eteer fot 
the one with the diamonds. 








BOMBERMAN HERO 



HEAYEN SKY 

TMOIT SCOOb 7,500 

There's nothing heavenly about flying down this dangerous corridor. You'll be using the 
Bomber jet, and you'll have only one chance to grab an item for points before it flies past 
you. You won't have to defeat all the enemies or collect every treasure to meet the target 
score, but you'll have a tough fight when you encounter a towering hydra blocking the exit. 


It yea quickly slide haiweea 
tha spinning ball and chain, you 
won't tako any damage from 
tins invincible obstacle. 


Haltway through the coursa 


brown pillar jutting up tram the flow. H 
A you eteer around it, you'll tmda Special 
ioak Bomb ie tho middle of the How. 


toad up on the plentiful power ’dcr 
ups throughout the corridor. 
you'll need to be nt fuH, 

strength to deteai the hydra ftasleway the hydra's ugly 

beads, then eim your bombs at 

the weak spot on the center of 

the monster^ green torso. J - m ^ 

EYE SNAKE » >WT V 

TARGETCCOKEt 4,300- ^ .. 4 

The Eye Snakes cruise the skies and njle a rainbow nod high above the Slush Mountains, An Eye 
Snake has exceptionally thick skin that carft be harmed fly explosiveshut yew'll find a weak spolt 
on top of its head. Aim for the Red Diamond between the snake's eyesto score a hit every time. 


Take advantage of the high 
side of the elevated paths 
to hit your enemies long 
before they can reach you 
ff you jump and throw your 
bombs, you'll add range to 
your attack, allowmg you 
to quickly gain the upper 
haad on herd-charging mou- 
atere like the floating 
knives and tha Eye Stubs. 


iOO 10,0 


Eye Snakes start their spiral 
attacks off the tcraan, so 
you II haw to react quickly to 
stay clear of their fange. 


The Body Armor marks the 
halfway point in tha stage. 
Wear tins protective clothing 
while you finish off the 
Eya Snakes. 
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The high-tech Mazonc dome is a secret Garaden laboratory. The gold Data Disc that 
Princess MiUian gave Bomberman will work in the computers here, although nobody 
really knows what the Garadens have planned. If Bomberman can locate the 
remaining three discs, the universe will be saved and Princess Mlllian will be free 
at last. 



VS. MITROS 

TAROT SCORE: *,500 

Nitres is easier to defeat here than in 
other areas, especially if you're carrying 
a full inventory of powered-up bombs. 
Stay out of die comers and away from 
the orange squares. You won't take 
damage running across the orange 
circles unless Nitros sets off his flame 
geysers. Throw Or kick bombs 
into Nitros to stun him, then 
surround him with additional 
bombs to keep him reeling. 


osnjoti 


It you hit Nitros with • thrown or 
kicked bomb, you'll temporarily stun him. 
Keep him stunned by surrounding him with 
bombs whtla hob still reeling. 


Vbu can run across the 
large orange circles, but atsy 
ott them whenever Nitros 
summons hie explosive flame 
geyser aeseult 


AIR ROOM 

TAROT SCOUt: *,000 

You must collect all the items and defeat every enemy in the Air Room to match 
your target score. Hop in the air vents to soar to the top of this towering, vertical 
chamber. You won't take any damage if you fall, unless you tumble into the pit 
on the right ride of the —- - - _ 

room. The Data Disc is JJJi,, rfpxo 

above a hovering platform ’ ^ 

in the upper left comer k > ‘ ( wjf 

of the stage. Once you Jttfe \< f 'ml 
have the Disc, you'll have i~/ 

no problem opening the ^ G u/, 
stage exit 

Jump from the Hosting plat¬ 
forms to the center of the root 
sad ride the center air vent up 
to the Special Bomb. 


Ao you shoot up tha air vent, 
hold Loft on the Control Pad to 
land on tho floating platform 
just he taw the Data Disc. 


ZERO G ROOM 

TARGET SCORE: S.SC0 

This chamber isn't entirely zero-gravity, but you 
won't have any problems collecting treasure once 
you start making super-high jumps. Gravity 

retains its pull until 
you bomb the red 
switch just above 
the exit. Once 
you've found the 
Special Bomb, con¬ 
tinue hopping up 

the platforms to the 
Blast the rod switch to change n . nk 
the chambur's gravity. You'll be ua,a UISC ' 
able to make super-high jumps 
ones you hit tha switch. 





M 007SO 


01800 


The final Special 
Bomb in the gome 
is in a comer above 
the rad switch. 

(fit the green and 
red ewitchee nt 
the top oi the room 
to reach the 
Date Disc. 



NINTENDO POWER 




mm 


Once Cronus « down, you'libo abto 
to give Ntrtte your fufl alteotwn. Dodge 
iwr whip and knife assaults, then quickly 
throw a bomb or two et bar. / 


Jump and throw bombs at 
Cronus's aye. tt you keep 
moving, yoa won’t have any 
problem dodging his laser 
beam attack. 

BONUS STAGE 

AU of the Bonus Stages at the end of each 
world are fairly easy to solvMxcept for 
Mn/one's Bonus Stage. Place a bomb 
underneath each rocket platform, then 
jump onto the platform before the bomb 
goes off. If your timing is perfect, you'll 
shoot up to another platform and the 
gems on the ledge. 


OROOO 


Place e bomb beneath the 
rocket platform, then jump on 
hoard before the rocket 
explodes and shoot* op to 
the ledge, ' 


Once you’re upon the ledge, Ybu'll save time ityou pick up 

carefully Walk along the the gems above the tear racket 

sloped passage end grab the pfetforms before you clean ep 
hip end the Red end Blue Gems, everything on the ledge. 
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Bomberman's battle isn't 
over yet. Next, disguised 
as Princess Million, Netia 
will trick our helmeted 
hero into letting her bor¬ 
row the Data Discs. With 
all four discs, the Garaden 
Empire will be able to res¬ 
urrect Lord Bagular, the 
most despised tyrant In 


the galaxy, and rule the 
universe with an Iron fist. 
If that'ft not enough, the 
Special Bombs you 
worked so hard to collect 
will open up a hidden 
world. Look for all of the 
details in our advanced 
Bomber-strategy section 
In next month's issue. 
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When last we encountered 
super agent Ethan Hunt, he was 
struggling through the Possible diffi- 
^ culty level of Infogrames’ thriller ; 

Mission: Impossible. Now, in the 
| Impossible difficulty level, some stages have 
new objectives or significant changes while 
other stages are essentially the same in both 
difficulty settings. Is it really impossible? 


That's up to you. 




_ydB begin your impossible task, you might want 

| to consider earning one or all of the special codes ip 
[ f e game Codes appear onqe you clear certain entire 
• issionf.fileanly, which means without losing a life 
Qnce obtained, the" code s hou ld be written down 
c mbcauae mb" game won't save it You can then enter the 


• FINISH RECOVERING NOC LIST MISSION 
TO EARN THE »MM 

• FINISH CIA ESCAPE MISSION TO 
EARN SILENCED GUN 


code before choosing a mission and stage. The r#$ult 
of all this code-breaking is that you'll havd’ii spfiCwl 
weapon in your inventory The only mission that Won 
accept the codes is the CIA mission After all, the CIA 
fpjarcls are good guys. If you earn these Code?., it fhay 
help you orryouTquest to achieve the impossible. 

• FINISH MOLE HUNT MISSION TO EARN UZI 


• FINISH ICE STORM MISSION TO 
EARN ROCKET LAUNCHER 


There s one$W w pTjfeetivefn the tu6cfkWi5€B^se rhs- your caliber Jc^the'sobpen stage,you'll have the same 

ssihTe 


ion, which shouldn't^difficult for an agent ofWibiechy?* as jf$u on the.Ppisible difficulty setting 

T r\ 

MAIN YOUR COVER 


«Excu-SL won errand 

• DKSTVIOY ELECTRIC POWER PANEL 

• war TO SUfiPfiN WITH CLUTTER 


ly stages are still learning stages, even 
on the Impossible f difficulty The added 
objective is a fairly simple matter of destroy¬ 
ing the power panel near the electrical sub¬ 
station The other steps-using the Pacemaker, 
getting the excuse and giving the excuse to 
the driver-remain the same 


Be sure the guardisn't in the guardhouse 
near the electric power pane!, then open 
the panel and select your gun Never / 
reveal your weapon until it's necessary 


This stage remains the same on Ihe 

Impossible difficulty One objective appears 
only after you begin the mission You'll have 
to destroy a patrol boat to ensure your team's 
escape. 


NINTENDO POWER 


















MISSION: IMPOSSIBLE 


I This mission has several new ob|ectives that will HQ and Escape stages, you'll have a greater chal- 

make things tough if you try to repeat the steps from lenge than before The other areas remain essentially 
the Possible difficulty level tn the Warehouse, K G.B. the same, but enemies are harder to defeat 
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ASSY FUNCTION 


FIND SCORE 


r 1 


u;T~> m: 
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MAKE A TOAST 


teobjectives don't change in this stage, but 

some of them require more strategy than we 
offered in our previous review The musical 
score for the piano player and the toast with 
the Ambassador's aide are critical 

^WAREHOUSE 

IECTIVE* 




1 

O 


The musical score is on a chair in the 
embassy hallway If you talk to the man 
sitting there after talking to the piano 
player, you'll be able to take the score 

FIND 

PROTECTION SUIT 


After you've received the poison from 
the bartender, and once the 
Ambassadors aidehas arrived to hear 
the march, use the drink item to make a 
toast and poison the aide 



le wawriousels where things become truly 

impossible In addition to new objectives 
and a new location for the gas suit, the 
Warehouse has guards and crates that now 
take more hits. Ammo is a serious concern. 

SABOTAGE 
FIVE CRATES 



One of your objectives this 
time wound is to destroy the 
five green crates thet hold the 
Russiwi satellite parts 


HQ 





mm Fnumm 

* mGwmsxFu 

* SABOTAGE mo tm* 
*mm aw? pscwd 

* C JT TfWKjPt -A mom 
^MCMWmiCANMW 



the game One new task involves using a 
bee^r, which can be found in the commu¬ 
nications room that is straight ahead as you 
enter the room 


You'll have to place the beeper device 
around the cornor from the utility closet 
to attract the guard Then, quickly enter 
the closet and grab the Facemeker, 


The exit passcerd now sits on the far- 
left counter in the video security room 
\bu‘ II have to disable the guards with a 
dert Apiece. Use the card to escape with 
Candice 
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In the Possible dnfic ulty setting, you found an antidote and Other changes in these stages include moved items and 
jumped out the window Those elements are objectives now. tougher security measures to stop you 


interrogation 


OBJECTIVES: 


.1*1 nit*i 


•! tot up«wnpMMiiT 

QetlNT9JIAUWAY — 

■ OMT OUT OF MTUMtniM ' .!CT©"T 
*IMuF HmSM ACCESS , rtlUT 
1 ™o moiufl 1 iKmiTfirwcEAft 

. ELSVATC . TO INtfRMAIIt- 

> FIND ANTI DOTS 

A DISTRACT ATTENTION 
a FIND WAV TO KOOF 


rrTTTiTt^T 


in tf^T^BfeWssion 

It's even tougher now. You have just seven 
minutes to find the pistol, get fingerprints and 
coerce the interrogator to open the lift 
Watch out for extra guards 

CIA ROOFTOP 

\ OBJECTIVES i 


uo 

• 'HN0 8AO OF CQUIPMENT 



TERMINAL ROOM 

OBJECTIVES: — 


noclm* 


™ most UrfUsa.il challenge bf Mission- 

Impossible is the daring raid on the terminal 
room to get the NOC list The objectives are 
the same, but the Impossible difficulty level 
adds several new lasers to avoid 



FINO 

ANTIOOTE 


OISTRACT 

ATTENTION 



JUMP OUT 
OF WINDOW 



Stagger around the perimeter 
of the room until you reach 
the doctor Hq‘ 11 tell you to 
see the nurse for the antidote 


Push the button on the end of 
the patient's bed to distract 
everyone in the room If you 
fail in this, you won't escape 


One of the windows at the 
end of the room is open Leap 
outside onto the window- 
washing lift to escape 


This is another killer stage with 
lots of objectives and dangers 
The objectives remain the 
same in Impossible Mode, but 
the bag of supplies is hidden in 
a new local ion and the guards 
are quicker to arrest you. 


FIND BAG OF EQUIPMENT 


FIND ZONE 
DIGIT CARDS 



Hfc 

i 


OON'T GET BURNED 


The bag Candicu left is now 
located in the guard hut on 
top of the building Yau’llhave 
to put the two rooftop 
guards to sleep 



The first card is on the left side 
of the helipad The second card 
is beyond the door on the lower 
level Guards hold both cards 

NEW EXTRA LASERS 


Use all your carnere 
views to see how the 
lasers crisscross 
Once you see a clear 
path, drop, twist and 
swing your way 
through Move in 
short drops to avoid 
accidentally hitting a 
laser beam You can 
survive a few hits 



Before you reach the com¬ 
puter. you‘ll have to pass by 
sevorat new yellow lasers 
Swing and drop to get past 
the stationary laser 


WATCH ClGHTS 


DOOR GUARO 



The objectives are the same in this stage, 
but the danger is greater Once again, the 
time delay for getting arrested has been 
shortened. In the case of the helicopter 
with the searchlight, you'll be 
| arrested almosHmmediately if 
you're seen StajKout of the 
light beam. 


ESCAPE WITH 
HELICOPTER 



Stay out of the spotlight and 
get to the roof door quickly 


Watch out for this guard Trigger 
the door, then step beck with 
gundrewn Shoot immediately 1 




When you return to the helipad, destroy 
the EMS unit and meet the chopper as it 
takes off—just as you did in the Possible 
Mode 







The train stages have the same objectives in both the the roof Is much harder in particular The other stages 
Impossible and Possible difficulty levels, but the chase on were hard enough already, and that hasn't changed. 


I OBJECTIVES; 


RLOO STATION 


PROTECT ETHAN 


SWITICH SNIPERS 


1 f 




1 W; THAT* 






/ 


unique sniper stagr renYatfts TTB PSa me. 

The trick is to keep Ethan in sight at all times. 
To do that, you'll have to switch between the 
two snipers using the B Button. If you Just 
keep Ethan alive, you'll pass the stage 







Ethan is the target of all the gunmen in 
the train station If you see someone 
pull a gun out, shoot immediately, but be 
sure to avoid shooting civilians 


When Ethan reaches the mein 
part of the terminal, switch 
from the first sniper position 
to the second position 


TRAIN CAR 

[OBJECTIVES: 



’Yhis'fs the mo# intent irf the 

entire game. What is it about spies and 
trains? Use the sidestep technique to pop out 
from cover, take a shot, then go back into 
hiding. Watch your ammo closely 

NEUTRALIZE 
MAX’S HENCHMEN 


111 


LcM 


V* 


Your ammo is severely limited, end Max's You'll need Candice's help to carry out the 
henchmen shoot first and ask questions final objectives on the tram Disguised as 
later Don't hit civilians! a porter, you can recover the NOC list. 


TRAIN ROOF 

OBJECTIVES: 




i _ r 


rhe runfifng ‘battle on the roof of the" train is 

still a dangerous stage, made even more dan¬ 
gerous by the addition of more enemy cars oh 
the highway $fd more helicopters in the aic 
Amftrio apd weapons may be in short supply. 



MORE CHOPPERS 
IN THE AIR 



A 


Mora cars and choppers eppear alongside the train, carrying enemies who 
start shooting at Ethan. Take them out et once, then go after Phelps. 


This mission includes two of the most complex stages more difficult since you'll have more objectives and 
of the game, and in the Impossible mode, they're even more items to find; 


!^R>en 

OBJECTIVES: 



• ^ 


-TAKtt clutter y in 

' MST iW SMJaCTOR. _ 



then put it to use while avoiding or shooting 
guards. You have limited time to complete 
some tasks or your team will be arrested 


TUNNEL 



me tunnel stager pretty much same in 

both modes. You must find the explosives and 
set them to blow the bolts. Jumping on top of 
the trucks requires precision. Also, be prepared 
to meet a lot of guards. Don't waste ammo. 


MAINLAND 


in.WTTT 


£pind ucBtoBtvBs ft plastic 

*«ABOTAQS POWERFLANT -- 

' CUT 0*?<9UNKRA POWER 
•TARE ON ACCOUNTANTS CO 

#«r briefcase mom sunken; 

ipuuMTACK omiraftSE 

- XAJCEJSrtlEFOASfl TO SHAL 
» BLOW AWAY HELICOniM jr 


m:- 


ie most comprex'Stagfe of hi! ’CWnw almost 

at the end of the game. There are two new 
objectives in the Impossible Mode. You'll 
have to find an electronic diagram and take 
out the arms merchant. 




‘DESTROY ©A* FACTORY 

* DESTROY RADAR 

• DESTROY MAIM DEFENSE STRUCTURES 



The baf STEgfcts T?h rouT-t«t rroftT the canal 

0 m 

The two new objectives are to destroy both 
the radar facility and the main defense struc¬ 
tures. Basically, you just have to blow away 
everything to succeed. 




FINO WIRECU 



NIGHT VISION 
GOGGLES 



Look in the pumphouse to find a roplaca- 
ment pair of wirecutters, then meet 
Dowev behind the pumphouse end 
behind the crates 

FINO EXPLOSIVES 


The goggles are inside the 
guardhouse Usethegasmjec 
tor at tho door togas the 
guards inside 

SABOTAGE 
ANCHOR BOLTS 




The explosives ere on the first 
platform, but a guerd is also 
there in the Impossible Mode. 

FIND ELECTRONIC 
OtAGRAM 


You can blow up each onchor 
bolt with an explosive There 
are eight bolts in all 



FIND COOE ACCESS CARO 



Go through the cut fence and find the 
twohutsinside the low wall The hut on 
the right has two sleeping guards The 
electronic diagram is on the wall inside 


Go into the second hut—the one on the 
left—shoot the sleeping guard, and take 
the code access card from the night- 
stand beside the bed 


OESTROY RAOAR 



DESTROY MAIN 
OEFENSE STRUCTURES 


Look on the left side of the 
canal for the building with a 
rotating-dish antennae on top. 
It's an early target 



Defense structures include buildings, 
towers and missiles If something is 
shooting at you, destroy it. Destroy 80% 
of all targets to win 




































































































ACTIVATE 
MASTER SWITCH 


SECURITY HALLWAY 



The objectives haven't changed in this stage, 
but meeting them in the impossible setting is 
much tougher than betore The tiles don't glow 
red for as long, and a single shock can kill 
Ethan When you approach the tiles, memo¬ 
rize them, then shoot the guard who appears. 


DON’T GET SHOCKED 



One mestep can end the game, 
so take care when lumping 
between the blue floor tiles Try 
to land in the center of the tiles 


SHOOT GUARD 



Each section of the security 
hall has its own guard One shot 
from your dart pistol will stop 
them Don't waste your darts 



Once you're through the maze 
of tiles, hit the switch on the 
wall Now Candice cen safely 
follow you 







Candice won't make it unless 
you destroy the overhead 
security guns You have to 
move fast and hit the guns to 
set them spinning 


Jack is one of the firemen in 
the embassy's mam ballroom. 
Contact him, then go to the 
bathroom to get the fire¬ 
man s suit 


If you're too slow in taking out 
the guns, Candice, who is trail¬ 
ing behind, could be shot by a 
gun coming back to life 

G/VE CANDICE 
P/PFMdW nUTHT 


or Candice. 

Shod the overhead guns and keep moving 
Your new extra objective is to lake back the 
NOC list from a guard. The other objectives 
remain the same 


ALARM 


This" stage remains much the same, except 

that the guards are even more suspicious and 
likely to arrest you than before Your ob|et- 
lives are still to meet lack, don the disguises 
and escape 


This guard has stolen the NOC 
list Catch him leaving the room 
near hall C-21 to regain the list 
If he ascapcs, you'll lose the 
stage 


Once you're disguised es 
a fireman, you must 
return to Candice at the 
elevator to give her the 
other fireman's stiJt so 
that the two of you can 
escape 


After activating the bndge, 
shoot the guard who accosts 
Candice You have only a few 
seconds to take out tne guard 


After unlocking the computer 
room from the security station, I 
return to the computer room, 
but don't leave Candice behind | _ 


CONTROL 


Once again, tho mission objectives in this 
stage haven't changed in the harder skill 
level, bul Ihe lime limit has been reduced 
Fighting your way back to the computer 
room becomes a race against the clock 
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Bean Bag Keychains 


Bean Bag Collectibles 


Action figo res 


l'lda 6*t 

(olItttoMn 


Banjo- Kazoo ie 
Collectibles 


12" and IB" Interactive 
Plush Characters 
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At a Retailer near you 


CoBSectthe Power 
before it's too Bate! 

Senes I Bean Bag Collectibles (Mario, 
Yoshi, Donkey Kong and Bowser) are 
retiring. Find them while supplies lastl 



Presented by 


gD&A) 

Bcnsusstn Deutsch & Associates, Inc 


For more details see us at 


www.nintendo.com 
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IN THE WORKS 

Haco does a game become a gem? In Che case af ZeLda, 
ft’s an intense pnacess of shaping, paLlshlng, cutting 
and cnaf Cfng by Che best team In Che tooizld. This 
month’s exciasiue peek into Che ZeLda axmk- 
shap neueals magic at eoeny glance . 

Sow that the countdown to November 23rd~thc release date for The Legend of Zefda: 
seems that gamers can't get enough news about Zelda. To fan the flames of frenzy further, we're 
information and screen shots from inside Mr. Miyamoto's develop¬ 
ment team in Kyoto. Of course, the details are subject to change up 
to the last moment. So, get set for the latest breaking news on the 
biggest game of the decade. 


of Time 
bringing 


-has begun, it 
you the latest 


rnr-gtfi 


Elf 


WISDOM PREVAILS 

tn thi* first set of screen shots, young Link 
meets with Zelda for file first time, even 
though Zelda, who has extra senses, has 
forscen that they would meet. At this time, 
the princess has also felt the growing evil of 
Ganondorf, and she knows that something 
must be done to stop his quest for power. 
During this cinema cut-scene, Zelda will 
explain to Link how the wise Sages built the 
Temple of lime to protect the powerful 
Triforce from evil. It is also at this time that 
Zelda reveals what keys are necessary to 
open the door to the temple, in this fateful 
meeting. Link and Zelda decide that they 
must work together in order to save Hyrulc. 


YOUNG AND 

A lot of people have mi*m* **.* ***** of Ocarina of Time. Actually, the 

Ocarina isn't the agent of tone trwtat all n U W*MtA** Sword that alters Link's time 

line. As a young boy. Link collects fife KoWrttfe, Gown's Ruby and Zora's Sapphire, then 
the Ocarina of Time. Each gem represents one *!ung«jri quest for Link. After opening the tem¬ 
ple, something terrible happens (WeT- not about to give the entire plot away) and Link finds 
himself in a changed world seven years Liter. Now he must restore the three gents in the tem¬ 
ple. He finds ma'tor mayhem in the land. For instance. Death Mountain, where Link first fights 
the Dodongo in a dungeon, is now an erupting volcano ruled by a dragon. In all. Link must 
visit six more dungeons, sometime* traveling back and forth in time to accomplish his tasks. 


Attar eevee veers ot suspended 
animation. Link ie teller, teener e 
spoiling tor e tight. When he 
leaves the Temple of Time, he’ll 
discover diet the world hee 
cheaaed. and eot tor the hetter. 
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HAUNTED HYRULE 

Veterans of previous Zdda conquests won't 
be surprised to find a graveyard in the 
N64 version of Hyrule. Link discovers that 
this cemetery b haunted by Poe, a ghost 
who remains dose to the hut where he 
once lived. Another enemy has the 
ghoulish name of ReDead. This foe takes 
the form of a mud doll that can paralyze 
its victims with a look horn its evil eyes. 
If all this weren't frightening enough, Link 
must weather the spells of twin witches. 
It's all in a day's battle fit the magical 
realm of Hyrtde. 


fm 


Ever since the first 
Legend of Zelda, Link has 
had to explore cemeteries 
anddeal with ghosts So, 
far Poe is the best fighter 
from the afterlife 


ft* mad dall stalks after 
tkd( bulMU wMKtfn 
lad winds htrrJHa 




r; may* in any dmtua* 
■navis hm to keep out of 
ahfiiNf fiaDaatffc «d mim 




These ancient witches 
csst spells of lire sd 
ics reflectively, snd 
they cse combine their 
powers for s truly 
awesome ettsck, 




VOLUME Hi 













Link must keep out of 
sight of the guards 
Each section of the 
maze has a different 
secret 


The Sheik and 
Link moke 
beautiful music 
on their harp 
and ocarms 


PUZZLING PICS 

Puzzles have always been a major part of any 
Alda adventure, and Ocarina of lime has 

many form of puzzles. The hedge mazes inside 
the castle are patrolled by guards. Link must 
sneak part them if he »to reach Zelda'a court¬ 
yard. Another sort of puzzle requires the abili¬ 
ty to manipulate bJodo, switches and other 
objects. Link may look Hke a scrawny elf, but in 
reality he h» the strength of ten scrawny elves. 
That strength comes in handy when he has to 
push and pdl giant bloda shown at right Some 


mysteries involve characters that Link 
encounters during the adventure The 
masked character is known only as 
Sheik. When Link meets Sheik, he ^ 
teams * new tune, 


MASTERFUL 

MOVES 

Like King Arthur and the magical sword 
Excalibur, Link also has a fantastic sword that 
he must pull from a stone. Since the Master 
Sword is one of the main hems in the game, 
it's only fitting that link should become a 
master swordsman. Link's sword fighting 
moves include the powerful Swing Cut 
and Beam Attack revealed here. Notice the 
Magic Meter beneath the Heart Life Meter in 
the tipper left portion of the screen. The 
power of the swing depends on how long you 
hold back the Control Stick. Once Link uses 
cither the sweeping Swing Cut or shot-like 
Beam Attack, the Magic Meter will lose ener¬ 
gy depending on the strength of the swing. 


The Beem Atteck sends • shockwave 
of energy bleating out of the tip of 
the sword eo Link can hit enemies et 
e distance. 
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GALLOPING 

GALLERY 

Young Link first meets young Epona at Lon 
Lon Ranch in Hyrule. Talon is the owner 
of the ranch where he lives with his 
daughter, Mai on, and his helper, Ingo. 
Although Link meets Epona, they won't 
team up until later in the game. Some of 
the other fowl inhabitants of Hyrule also 
leave a lasting impression on Link. Seven 
yean later, even this peaceful setting will 
fall under the shadow of Canondorf. We 
could tell you more, but then we'd have 
to...sorry, you know the routine. 



Uks itis fiwt In A Link lothe Past, these shic 
1st A ,jlwk. 


MORE LINKS 


Link meets his future 
steed in the meadow 
when both of them are 
still young Epona will 
grow up to be a strong 
and valiant mount sev¬ 
eral years down the 
road when Link returns 
to Hyrule 


IN the works 




Talon andMalon 
befriend Link at once, 
bdttho surly Ingo 
seems to have some- 
thing else on his mini 


m 


-I 








We leave you with this cut some image of Ganondorf pledging loyalty to 
the King of Hyrule while .scheming to overthrow him. Even though Zeldn 
knows the mind of this king of thieves from the desert tribes of the Gurudo, 
she can't stop him without help from link, her servant Impa, and the wise 
sages who themselves arc concealed among the people of Hyrule. r 
What will it take to defeat r--- 1 111 — —S 
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Gnmmdorff First/ it %vill take a final push \ 

by ihe development team. EAD reports « 4 | , I 

that all the final pieces of the game ^ '<*■ L 

are now being put together, which will p # \ % » 

be followed by a period of tweaking- frf 1 ^ 

placing Items, adding final graphic 

touches, adjusting enemy behavior --m 

* ndsoon *. I j 

By the time you read this, the game t 

should be in that last stage before bug- -- - J| 

testing. That's when Nintendo Power really gets busy, as well, creating the upcoming 
magazine articles and the Official Player's Guide that you'll need to restore the bal¬ 
ance in Hyrule. We wil travel to Japan to bring you an exclusive full preview next 
month. 1 
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CHARGED RACE THROUGH C-RUTS^N IAJq-RLD- 


tn 1996 Midway released its nicade racing hit, Cruis'n 
USA, £>n the N64. The coast-tocoast speedfest across the 
nation's roadways was an instant crowd pleaser among 
racing enthusiasts. This year Midway is back with a rac¬ 
ing sequel of global proportions. Cruis'n 
World is a Rumble-Pak-compatible 
title that mixes in all the best elements 
of its predecessor and adds a high- 
octane mixture of two wild play modes, pin¬ 
point play control, miles of hidden tracks, and a 
packed parking lot of hidden cars from all 
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In Cruis'n USA, you had two ways to play-you could cruise Iht 
roadways across the USA or you could pick andpractice dr Indi¬ 
vidual race courses Cruis'n World includes all the ^Jemente ol 
Cruis'n USA, plus a really cool Championship fficmg mode. 


CKU15E T-H 


Cruise the World Mode is a lot like 
N64 Cruis'n USA, k? 

are rich in international maror The 
15 courses are jflaun*-d with histor* 
cal landmarks, native animals and 
other indigenous road hazard^ but' 
the most important.ththgTo krwv is 
which side of the raid to dnvfc on. 


C-M * ITM* 1 a N S tl I 


tike Cruise the World Mode, 
Championship races take place on 
tracks throughout the world, but 
these courses are shorter and often 
tougher. You'll have to complete 
several laps and develop a winning 
strategy to dominate this challenging 
circuit, look for more tips for this 
mode on the next four pages. 


CRUIS’N WORLD 


Cruis'n World's Practice Mode isn’t 
just tor improving your skills on the 
Cruise the World and Championship 
courses Most of the courses have 
target times, and if you beat them, 
you'll earn the nghl to drive one of 
the hidden vehicles. The locations 
of the hidden cars are shown on the 
next six pages, 




■R WORLD O-F SECRETS 


Racing tans and even Sunday drivers will love- the secrets hidden in Cruis’n 
World Win points in Championship Mode to upgrade your car, then use your 

souped-up wheels to unlock hidden tracks and more vehicles in Practice 


If you pktcc in the top three m Championship races or 
pull off wickedly cool stunts while jumping ramps or 
other vehicles, you'll earn points to upgrade your ride 
Check the chart below to see how to do tricks and how 


STYLE JOINTS 



HIDDEN CRR5 


Mode 


{ You'll start Championship Mode with eleven tracks, but if you race to a top- 


j three finish in all three circuits on both the Beginner and Pro difficulty settings, 
J a flying saucer over Stonehenge will swoop down and whisk you off to the 
} Bonus Circuit Farn another top-three finish on the Bonus courses and you'll 


I experience racing that's out of this world-you'll bounce between craters and 


over rocks on a wild ride across the surface 

of the moon 


In addition to the 1 1 cars available to 


] T «1C« 

move 

a 

1 UK BO 

D'lLBLI JAP A BUTTON 

0 

TWO WHEELS 

DOUBLE IAPA WHILE TURNING 

0 

BRAKING DRIFT 

PRESS A & B WHILE TURNING 

0 

IUMPFLIP 

TURBO OVER RAMP OR OPPONENT 

1 

SUPER HELt 

DO A BRAKING DRIFT OVER RAMP 

1 

MEGAFLtP 

GO OVER RAMP ON TWO WHEELS 

> 

< JOINTS 

■ 

UFG«f|Q€ 

9 

B 

POVUK LEVEL 2 MAX SPELL) ItiO 

1 

20 

CUSTOMIZE PAINT JOB 


100 

POWER LEVEL 3 MAX SPEED 178 

1 

150 

CUSTOMIZE TWO TONE PAINT 


500 

POWER LEVEL 4 MAX SPEED 189 


J ,500 

POWER t EVEL 5 MAX SPEED 208 


9 999 

SPEED DEMON FASTEST CAR 

J 


you at the start of the game, there are a dozen more waiting to be found and 
Liken for a spin. To find more cars, you'll have to beat the target times in 
Practice Mode on the Championship Courses While three of the tracks are 
ranked as Easy, don't assume that it's a cinch to unlock the hidden vehicles 
here. For example, the target times for Germany's and Egypt's tracks are set so 
low that you'll need to work your cars up to Power Level 5 or earn the Speed 
Demon, the fastest car in the game, to earn these cool rides 


11 WVAIl 

ENGLAND 

CHINA 

JAPAN 

AUSTRALIA 

KENYA 

MEXICO 

NEW YORK 

GERMANY 

EGYPT 

FRANCE 

RUSSIA 


PI 

i 47 00 

PI 

1 46 00 

P3 

1 14 00 

Pi 

2 48 00 

P4 

1 49 00 

P4 

2 06 00 

P4 

1 46 00 

P4 

2 11 00 

P5 

2 27 00 

P5 

J 07.00 

P5 

2 15-00 

P5 

1 58 00 


MONS FA 

BULLDOG 

ENFORCER 

ROCKET 

THE SURGEON 

CONDUCTOR 

HOWLER 

GRASS HOPPER 

NY TAXI 

SKOOL BUS 

TOMMY 

EXEC 
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vj'tfmany is me 

you'll race in Ch< 

Mode- and pro 

easiest track in 
Numerous jumps', 
along this high-l 
bahn, so begij 
perfect thei muJ-j 
roils until Ihcyfifedoing stunts 
off every bump, ise the trick 
points you earn to upgrade 
your vehicle. 


gamt*j 

popup 
d auto- 
i can 


For an easy Mega Flip bonus, jump this hill 
side on the first sharp turn after the sec¬ 
ond ramp Double tap A to Turbo, then 
nudge the Control Stick left to do a Two- 
Wheel turn up the embankment, 


• jump p«m.p 


TOP SPEEO: 144 MPH/231KPH 
SKIOPAO: 1.01 G 

AERO COEFF: 0.25 
060 MPH 2.86 SEC. 

POWER: 472HP V12 OOHC 4W 


Getting off to a great start can 
make the difference between first and second place or a 
new record time To earn a freeNitro at the start, keep your 
RPM gauge revved in the oranga until you haar the sterter 
shout "Gol" 


Just bafore the last ramp before the finish 
line, steer left so your vehicle leaps toward 


the grassy knoll outlined in red If you hit 
the small hill just right, you'll earn an addi 
tional Jump Flip bonus 


While Egypt's course is rated 
Easy, the track's deceptively 
sharp turns, soft shoulders 
and soaring sand dunes will 
sneak up on even the most 
experienced cruisers, spin¬ 
ning jracers off into thtr desert 
or wrapping their cars around 
pa I in trees The best strategy 
here is to stay on the pave¬ 
ment w much as possible 


The Braking Drift is the only technique to 
use around Egypt's sharp turns to avoid los¬ 
ing control of your car If you Brake Drift 
through the s-curves and off the side of the 
dune, you'll launch into eSupor Hall trick 


TOP SPEED; 146 MPH/231 KPH 
SKID PAD: 0.79 G 
AERO COEFF. 0.3 6 

235 SEC. 


Most of the track m Egypt is curved, so its 
tough to find spots whera you can u si 
your Nitro Try burnma rubber on the 
stretch between thelinal sand dune and 
the finish line 


Safely jumping the last sand 

dune on tha Egypt Course is one of tho toughest moves in the game 
If you blast off the right side of the dune, you'll land in the center of 
the roait easily dodging the palm trees on the left shoulder. 


0-50 MPH 
POWER: 336HP OIESEL BR3 
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You won'l find a buckle in the 
pavement on the Hawaii 
course, which leaves you 
hard-pressed for finding ways 
to catch air If you’re in the 
middle ot the pack, use your 
Turbo to lump Flip over carsjj 
but don t try these tricks in a 
tunnel or on a curve 

y. 

Save your Nitro for the | 
straightaway as you eSR theJ 
iinal tunnel / 



TOP SPEED: 147 MPW236 KPH 
SKID PAD: 1.05 G 
AERO COEFF ' 0.36 
0-60 MPH: 3 43 SEC 

POWER. 535HPBRAND 1800 BRH 


NeUl YORK 


You won t find a wide shoul¬ 
der along the twisted and nar¬ 
row streets of New York One 
wrong turn will send you car¬ 
oming off the graffiti-covered 
walls Several overpasses I 
cross the course, and you'll 
have to keep a steady hand 
on the Control Stick to blast 


between the gaps in the forest 
of concrete support posts. 



TOP SPEEO 144 MPH/231 KPH 
SKIOPAD • f 95 G 

AERO COEFF-0.74 
MO MPH■ 2 83 SEC, 

POWER. OUALAXLEC20L 



CRUIS’N WORLD 


It takes a sharp eye to spot the shortcuts 
in Cruise tha World Mode You'll see a sign 
pointingto aScenieOuiKlook right after- 
the first checkpoint Follow thatfin rood 
up the hill wd o ft e cliff-above the track- 


TUNM*L 

STRUT 


tuMNci 

ENO 


p - ™ - 1 Since you won't find any 

bumps to lump on the Hawaii track, you’ll have to make your 


Narrow stretches like Hawaii’s tunnels are 
perfect places for your rival racers to 
bump you off While driving through tight 
spots, keep some space between you and 
otimdrivars. 


own Of all the rival racing cars, the Scarab and Zombie cars 


sra the easiest to hurdle Oriva closely behind the cars, then 
tap the A Button twice to blast over them for an easy Jump 
Flip bonus ^ 


The sloped euros on the New Ybrk course 
are great for pulling tucks lika Jump Flips, 
but you'll lose time and spoed bouncing 
end spuming off tho walls Resort to this 
strata gy when you don't care about 
finishing last. 





Steer for the off ramps if you're playing Cruis'n Mode Not only 
is it easier to avoid tha support posts under the bridges, bdt 
you'll catch air for pulling off some stunts and getting ahead of 
your opponents 



Multiple-car pilaups will often make or 
break your chances of winning a race 
Oouble tap the A Button to Turbo over the 
first couple of vehicles, then swerve ' 
around any remaining wreckage to get back 
on track 


FLAP6C -TMf 
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g urn 0 )f yQ Ur Mitro the 

moment you spot the first stone bridge leading into the city If 
you have a car with a low Skid Pad rating, you'll have no problem 
carrying the axtra momentum halfway through London 


TOP SPEEO: 142 MPH/228 KPH 
SKID PAD: 1.05 G 

AERO COEFF: 0 52 
0-60 MPH. 3.08 SEC. 

POWER: V6 RACK 


England's tracft is rated 
Intermediate, but aside from 
| so»teTW»Si^ilteldi|wri^i 
few twists throuj-,1 iVic city, 
this course plays' s tat like a 
tint version of the 1 1 > iman cir¬ 
cuit. The trickiest spots are in 
{ the countryside t«*sfr dv»* 
start/finish lino, .vhere your 
' rivals can easih bump you 
into hedges or stone markers. 



As you earn and dnvu faster cars, you II 
find it tougher to stay on theroad through 
England’s final turns One way to keep off 
tho sidewalks is to use the Braking Drift by 
pressing and holding the A Button and tap¬ 
ping the B Button es you enter a turn 




All you need is a car with a 
high top speed to consistently 
finish first on .France's 
Intermediate track, the gentle 


curves around this flat course 
aro huilt for opening up 
the Engine, and even if your 
car doesn't turn well, you 
won't have to let off the 
accelerator-unless you space 
out .tnd bounce into a 
Poplar tree 


mu, 



ommy 


•j 

* 1 




TOPSPEED: 142 MPH/228 KPH 
SKID PAD: 1.03 Q 

AERO COEFF: 0.35 
0-60 MPH 2.83 SEC. 

POWER• 380HPSMR TURBO ET 


© NINTENDO POWER 




If you have to pass, use your radar to check 
the road ahead and dodge through traffic 



High-speed cars will eat up the straight, 
long stretches throughout the French 
countryside, but watch out for your rivals 
or they II bump you off along thenarrow, 
tree-lined sactions 
















































KENYA 





Kenya's two-lane, dirt track 
seems deceptively wide, but 
the bumps and jumps 
throughout the course will 
conspire to throw you off the 
road. There are two ways to 
race in Kenya : you can shoo 
for first place by keeping your 
tires on the ground, or you 
can slow down and go for 
trick points by bouncing off I 
every bump ' . 


TOP SPEEO: 147 MPH/23B KPH 
SKIOPAO: 1.12 G 

AERO COEFF. O.BB 
0-60 MPH■ 3.25 SEC. 

POWER■ VI2 SINGLE SET XOL 


ITALY 


Italy's smooth track and grad¬ 
ual turns make it a perfect 
course for high-speed racers. 
Most of the narrow sections | 
on the course are in 
the straight stretches, and as 
long as you're not mixing 
it up with your fellow racers, 
you won't have any problems 
staying on the road or 
standing tall on the winner's 
podium 


HTOOeN VEKICLe 



•^T-NO, CHEAT;! 
il*} Jr'AVAl L-’Aoij e 




Nohidden car’ That’s nght— no 
matter how fast you roam down 
Roman roads, you won't find a hid¬ 
den car here 



Wetchthe road—there are endangered 
species ahead You can't bump into any of 
the animals near die rofd ;n Crqffi'n Wbrtf 
These critters are her# to dist 
you won't no ticaother rams 
behmdyoa 




track is behind a dip in the road, so you probably won't spot it 
unless you're ready for it If you're trying to land on the track, 
take your jump off the left side of the ramp 


Bewere of the fork in the road You may 
earn trick points off tha jump on tha left, 
but you'll lose a lot of speed through tha 
air endprobebly fall a place or two behind 



Beware of the catch up curse. If you'ra not 
careful, some racars will try to pass you 
just before the finish line on the Italian 
course Use a Nitro to bfow them away 


Italy's Cruis'n World course is 

relatively flat, but after the third checkpoint you can catch fiir 
off a jump beneath an ancient aqueduct Veer left onto thedirt 
road and keep a steady hand as you squeeze between the 
rock walls 





































































vtost of China ’s i i 
ili d on the narn, 

Jong thf tup C 

Wall. You' first pn 
be to put space I 
and your rival ral 
at least one or twdbig crash¬ 
es along the wall If 

you leave room to react, 
you'll he able to weave 
around the wreckage 


urse is situ- 
v walkway 


should 


TOP SPEED: 144 MPH/231 KPH 
SKID PAD: f.09 6 
AERO COEFF:0 .35 
0-60 MPH: 2.55 S£C 

POWER■ Vi TWIN CAM VX1 


Australia s course is probably 
the toughesl in the game. 
Large mounds of red dirt and 
bumps prevent you from see¬ 
ing and preparing for the 
sharp turns ahead of you. If 
you Use your radar tot antici¬ 
pate ithe turns in the bourse, 
you'IJ have the best-but still 
sltnsttichance of beating the 
target dime m Practice Mode 


TOP SPEED: 147 MPH/236 KPH 
SKID PAD ■ 0.95 Q 

AERO COEFF:0.56 
0-66 MPH: 2.55 S£C. 

POWER: INJECTOR 318 AXIS 


The bumpy Australian course 

has more twists than a red-belliec black snake. If you use the 
first-person perspective and rely on your road radar, you'll 
have h wider view and a better idea of what's in store on the 

|r«k ahead 


Q NINTENDO POWER 


C-HINfl 



If you try the free Nitre trick off the start, 
you'll probably plow into the wall and cre¬ 
ate a destruction derby Consider your cur's 
turning radius before you burn your tires. 



Don't expect to remain on the road if you'm 
blasting through the city at 200 MPH 
Cut your speed with e Braking Drift or 
Two Wheel trick or you'll prune the side¬ 
walk shrubbery 



If you watch closely after the third set of 
hopping kangaroos, you'll spot a dirt road 
or the left The roed leads to a ramp where 
you'll have enough room to earn an auto¬ 
matic Mega Flip 















































CRUIS’N WORLD 



Mexico's (rack has lewer 
bumps than Australia's 
course, but it still has plenty 
of twists and turns. Use your 
Nitro to blast through the 
straight corridors inside the 
Incaff rums, then cut your 
speed before you slide into 
the tight turns through die 
jungle You'll lead the pack if 
you drive around the IVmpsJ 
not over them 


Twict alone the Cruis'n World track you'Jf 
see o step pyramid along the right sido of 
therowUf you driyc through thebrofccru 


section of wall, you'll cateh air over a. 


• jut-n# 


stone ramp 


TOP SPEEO: 144 MPH/231 KPH 
SKIOPAO: 1.01 G 

AERO COEFF: 0.42 
0-60 MPH: 3.08 SEC. 

POWER. 400HP VEE III OIESEL 


If you're racing with a large 

vehicle, like the Conductor double decker bus or the Grass Hopper 


delivery truck, you'll find it easier to see the road if you ad)ust 
your viewbefore the race Press the right C Button to zoom out 


The rough Russian course is 
one of the first courses you'll 
uncover in Championship 
Mode's bonus level If any of 
the other racers hit a bump in 
the pavement, they'll spin out 
of control Speed past them, 
avoid holes in the road, and 
use your Nitro on the smooth 
streets paved with red bricks. 


The scenic track around 
japan resembles an advanced 
version of the German course 
you raced back at the start of 
Championship Mode. While 
this bonus course has plenty 
of banked turns, you'll have 
to rely on the Braking Drift or 
Two Wheel tricks to straight¬ 
en out the tight spots just 
before the finish line. 


If you're a player who measures the value of a game by how 
long you can keep playing it and finding new surprises, you 
will get your money's worth with Cruis'n World. The 15 
courses in Championship Mude play very differently from the 
l&JMpks in Cruis'n World Mode, so you'll feel like you're 
cruising on 30 unique tracks and playing two types of games 
all in one Pak. Add in the varied performance of all the nor¬ 
mal and hidden cars, and you'll quickly realize that this is a 
racing title that you'll return to play over and over again 

A 

You'll hit the tugh- 

■■IWtffcVi ■- II Expert lovelsand 

. I piece in the top 

Ii ' : three in Beginner and 


Racing onthemoon 
is cool, but you won't 
find any long, low-G 
jumps Conspiracy 
theorists should 
probably note that 
this course looks 
suspiciously like the 
Australia track. 


TOP SPEEO: 145 MPHJ233 KPH 
SKIOPAO: 1.03 G 

mO COEFF; 0.32 
040 MPH: 2.65 SEC. 

POWER■ V8 TURBO INJECTION 


TOP SPEEO: 145 MPH/233 KPH 
SKIOPAO: 0 98 G 

AERO COEFF: 0.47 
0-60 MPH: 2.88 SEC. 

POWER: VEE II TURBO 
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Racer with a 


>1998 Psygnoaia Umrti 


VIPEOUT 64 

s still In development, 
but thie month we're 
giving you en early 
preview of one of the 
hottest futuristic 
racers eoon to 
arrive on store 
ehelvee. While the 
Wipeout name ia probably familiar to 
most pleyera, the developers at 
Psygnoeie are adamant about letting 

i everyone know that thia ia an entirely 

new game. 


IJV.MM* 


In 1994, Wipeout debuted on the Sony PlayStation games a fed of some- fcygc™ 

%£j£ and was quickly heralded as the best in 32-bit soft- thing between for- 9 ps ' m 

ware. The game was later followed by Wipeout XL in 1996. mula-one racing and ^ 

Wipeout 64, a % ' 

high-speed thriller that uses the best graphics aik 
gome elements from past titles, plus pinpoint 
play control, new ship designs and innova 
five play modes. 


to drive fast and seek out weapons to use against opponents, 

sort of like a twisted Mario Kart- 
‘ = “«f without the cute graphics, 
fhe advanced ship r 
, pgk » Mk\ { weapons systems, dark 

environment* and 
gratuitous adver- t, 

Jpr thing give th, / 

f m 















■ n less than a hundred yean, five international corporations 
will dominate the fart Jane on Wipeout's race circuit. Ship 
designs often reflect the sponsor's corporate vision. For example, 
feisar is a balanced European consortium that builds stable, driver- 
friendly, anti-grav platforms, while the aggressive American 
\uricom team sacrifices control for speed. Wipeout 64 ships even 
feature secret corporate weapons. 


J # f you can't beat 'em, blast 'em. Depending on where you steer, 
W you'll find a special Weapon Grid that will randomly activate 
mines, rockets, missiles, electro bolts, plasma bolts or thunderbombs car¬ 
ried in your ship's arsenal. Wipeout 64 introduces an exclusive elimination 
mode never before seen in other Wipeout games. To move on to the next 
■Jage, you'll have eliminate a designated number of your rivals. 
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Multiplayer 



v 


hilt previous Wipeout games had an option for split screen, two- 
player duds. Wipeout 64 will be the first to feature a four-player, 
split-screen challenge for the ultimate in anti-gravity combat Multiplayer 
Mode is a subsonic duel of wits and reflexes between you and up to three 
other racers. It also features an opponent catch-up option, so danger h 
never far behind, and disaster may be around the next bend. 



I* 







J 



Bi 








m *£ 


' J 



- A 





** r 
■n 0 

’V 



7 v 

mJ r 



L i re in the Fast Lane 


ecentiy, Power editor Scott Pdland had die chance to jet over to Psygnosis in 
Liverpool, England and interview die developers firsthand about the hew tracks 
and features in Wipeout 64. The programmers were very enthusiastic about developing 
the game for the N64. One of the biggest compliments the Psygnosis team gave die N64 
was on the extremely accurate play control of the Nintendo 64 Controller. "Wipeout has 
always been a visual game, but it has to play brilliant!#* explained Andy Satterfhwalte, 
Senior Producer. "The Control Stick on the N64 Controller allows you to glide aroun d and 
hit your tine perfectly, something you couldn't dtr before." Tins team fired up its latest 
version of the game, jamming to nine new cuts from techno bands like Fluke and The 
Propellerhead*. Over a quarter of the entire memory on the 96-Megabit cartridge is 

r jgr dedicated to the soundtrack. Andy added that he 

wanted to send a key message to gamers bade in the 
United States and throughout the rest of die world: 
^ "We aren't calling this a port at all. We've 

*43 changed the game structure, we have ail new 

tracks and have added loads of other stuff. 
This is a new game, and it's the best 
rsion of Wipeout People will be 
playing it for a very long time." 
We couldn't agree more. 
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In the traditMa ef ether Psnnosn 
title*. Wipeout S4 ties e hidden 
track and eecrat ship. Leek ter the 
ravwlmf details is an upcoming 
review m Nintendo Power. 
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' • - t'wnremnera at Psygmr »• 
ceulOn t give enough praise to the 
precision ef the N§4 Centrellei sod 
its ability te carve turns without 
sacrificing speed. 
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Midway's over-the-top coin-op is coming to the N64 this month, so 
break out your helmets and pads , % cause it's time to get Blitzed / 




OUTRAGEOUS FUN 


C omparing past video football games with 
Midway's Blitz would be like comparing 
nere raptors to Godzilla! From ihe face-slamming 
action to the wise-guy commentary, everything 
about Blitz is higger, badder and more outra¬ 
geous than anything we've ever seen in a 
football title This is not to say, however. 
Blitz is only about mindless, button- 
mashing action Sure, the quarterbacks can 
leap up and fire 60-yard bullet passes from 
mdair, while frenzied defenders butt-stomp 
every opponent in sight in order to reach the 
tall carrier. On the other hand, it does take 
lot of strategy to win consistently in Blitz, 
there's even a new, sim-style Play Editor 
ii »i seen in the arcade version of the game! 
:i ,11 .illuws you to build custom plavsfrom scratch 
md save them to a Controller Pak In the end, 
Blitz combines solid, strategic challenges with a 
lazed sense of humor for a fantasy football expe- 
ieiKC that is as fun as it i» unique. 
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THE NP PLAYBOOK 


W e'll begin our review with * look at the 
game's play mode*, followed by a run¬ 
down of the enure Blilz playbook and our 
favorite strategies there are lols of diilerenl 
ways to win at Blitz, though, so don't be afraid 
to experiment on your own 


ARCADE MODE 

t_ 



A rcade Mode features one- and two-player 
matchups Players may choose from all 29 
NFL teams, complete wilh their reaWrfe rosters 
and uniforms, but that's where the realism ends. 
The game is still football, but everything about it 
has been exaggerated Fur example, players 
must gain 3(J yards, not the regulation 10, to 

make tirst down This 
isn't a problem, since 
players can cover 10 
yards in just two or 
three steps. On top of 
that, the rulebook has 
been all but eliminat¬ 
ed There are no 
penalties at all in the 
game, pass interfer¬ 
ence is legal and you 
can even punch or 
kick the ball carrier to 
bring him down* 


SEASON MODE 

k _ 



S eason Mode takes von and your chosen 
team through a tuII 17 week season If you 
make the cut. you ihon proceed thiough the 
playoffs and on to the Superlx>wl The comput¬ 
er keeps track of your schedule and your stats, 
including passing yards, rushing yards, sacks 
and so on As the 
nerds become man 
aggressive and mons 
skilltul, so you II really 
have to work lo make 
the playolts One of 
our staffers made it to 
(he end ot ihe reguj* 
season with a porfioo 
tecord v> the comput¬ 
er gave him a "bye 
week and lei him skip 
the first playoff game. 

He went straight to the 
second round 1 



Blitz is dso full of funky codes For 
example, to give the ball carrier a huge 
head, go to the Vs Screen and press B 
(our times then press Down on the 
Control Pad or Control Stick. 


There are also char¬ 
acters in the game that are 
accessed through the PIN 
system To access a certain 
Mortal Kombat hero, anter 
Reiden as your name and 
3691 as your PIN number 


The new Pl*y Editor featttfe 
allows you to create and save ua 
to nine* plays from scratch. You 
select the starting formation (hen 
map how each running back p* 
receiver will move on ihe field 
Besides charting (heir running 
patterns you can even tell them 
where to spin, tuke or run at 
turbo speed Custom plays art 
available in both Arcade and 
Season mode 


You can choose between five formations and 
two quarterback positions The nice thing 
about custom plays is that their patterns are 
not displayed on the Playbook Screen 
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PLAY EDITOR 
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This is definitely one of the better running 

S ays Just m«ke a wide loop to the right or the 
ft and gun it H B Block can also be pleyed in 
the same way as Up the Gut, where you laap 
over tha line of scrimmage for a few yards 


Any play n trns game cen work as a passing play 
or a running pley. but Upper Cut works best as a 
passing play If you go for a long toss, just make 
sura that the receiver on the ngbt doesn't run 
out of room 


“ and Cai i Oe ployed fest 
- • ort ot iWB, pass or run Vbu can fade 
' * the ball to the running back and wait 
an opening, or duck to the right for a run or e 
• and * ~i -• 


Swuep pushes tha defense over to the right 
side of tne field while you sneak up the left side 
Vdu can run to the right, too, ana if things get 
hairy, you have the option of dumping the ball on 
the running back behind you 


Aa with X Cross, Dog Hook needs a lot of time 
to play itself out, and it's not ono to use if you 
want aquick 10 yards. Give yourself lots of run¬ 
ning room on the left and hope your opponent 
doesn't have lots of pass coverage 


U.T B D*y p works much the same way Da Bomb 
does, though the run pattern is different Vbu 
might consider moving the "man in motion" over 
to the left and letting him run interference for 
you while you run tho ball 


ard works best es * running play, "four (ine¬ 
rt usually create enough chaos to kaep the 
-Htse occupied while you run in a wide loop to 
1 - nght or the left Vbu con pass, but your 
receivers ere often surrounded 


Slant is tough to road (even for the computer), 
making it a great first down play If you dash to 
the rignt, tho receiver on the ngnt will run inter¬ 
ference If you fado back and wait, that same 
player will of ten break into the opon for e pess. 


This is the pley of the gama, and it was nearly 
impossible for us not to gem 10 yards with this 
baby Just mako a quick lateral pass and than 
pass again or run. The lone receiver is usually 
covored, but a short pass isn't much of a risk 


Middle Pick is » rmddle-of-the- road play that 
can he used in almost any situation tin the 
other hend, it’s not particularly overpowering If 
you ]ust want to use up the clock, call a Middle 
nek and hang out behind the lirta. 


This classic "flea flicker" pley is one of our 
feves. Fade back, laterel to the nght and then 
run the ball to the left until the near receiver 
appears Defenders often don't see him until it's 
too late to block the pass 


• m a few yards ot itw goal unw and 

• only two seconds left What should 
Coll an Up the Gut, and as soon as you 
ball, take a header over the line Time 

•' < ' dance, huddyl 


As wim (he Hail Mary, ]ust hang on to the bell 
(hand it to the running back, if necessary) until 
your receiver is clear Vbu have to trust your 
go-to" guy on this one, so save this play for 
tne likes of Favre and Levens Dr Young and Rice 


When you c«u this play, the computer will 
almost always see it coming end set up some 
pass coverage Jumping white the ball is in the 


air can help you haul it in, but it also leaves you 
■ pen for a sudden tacklo 


of-the-day. »bur 
dish to the running 
receiver There 
protection on tho 


Da Bomb is not |ust a great passing play it you 
run the ball up the right side, your receivers will 
block If the defense forms up right on the line of 
scrimmage, this will open up the left side of the 
field for a big run 


f - make a good run 


Supar Fly is great for using up the clock Place 
the man in motion on the left side After you 
hike the boll, follow along behind him and use 
him es a shield Vbu can wait for an open men or 
run the ball upthe right side 


Cell a Screen only if you think your opponent 
isn't going to set up any pass coverage If 


theres any interference at all, you probably 
won't connect If you shoot for the receiver on 
the left, meka sure the pass will be in bounds 


OFFENSIVE FORMATIONS 


M.B. BLOCK 


MIDDLE PICK 


SUPER FLY 


NINTENDO POWER 














































This play should ba us ' , •- - -• 

of (duh 1 ) the goal line It's designed to stop snort 
plays like Up the Gut Two linemen dash out to 
the sides to stop the run while two playars 
hang back to watch for passes. 


GOAL LINE 


Uiomwt v».«vi*n 

oftnort p!jy » Otu.il n>|. i> 
pm coverage as well as-souon 
mm 


MAN COVER 


1. DENVER 


2. DETROIT 


moicot yuui players 
line of scrimmage and 
s like Blitz t because it 
three players for pass 


3. KANSAS CITY 


4. NEW EN&I 


S. TAMP0SBA 


2. CAROLINA 


3. KANSAS CITY 


4. SAN 


5. TAMPA 


DENVER 


INGTON 


pemc your opponent 


' ATTLE 


DEFENSIVE FORMATIONS 


TOP FIVE PASSING 
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B ill/ is chock full of >»pec!<)l moves, and we've list- 
t'd them below, using the detail It control ler setup 
\s you </m sw, some moves use the some controller 
ommands 1 he move you do will depend on the situ 


‘.l jL M peuaibk* (3Ht the ball up the sidelines on run- 
mug plays The path is olten elect, and if you tumble, 
there's a good chance the ball will qo out of bounds and 
allow you to retain possession II tno ball stays in, your 
pponent may recover it for a turnover 


If a lone defender Is rushing straight ai you, j&* tne 
stiff arm move to plow through him. Use the spin move 
toevade tackles or shakeofl multiple attacks from dif¬ 
ferent directions Spinning does increase your chancos 
(ora fumble, though 


depending on the score and the tim*iernaimng, let your 
opponent scorn quickly to give yourself another scor¬ 
ing opportunity If you have the ball late in the game, 
use up the clock or stop the clock as needed A few 


seconds either way can make all the difference* 


AS wo mentioned, jumping can be useful for receivers, 
but it can be useful for quarterbacks as well A well- 
timed jump or spin can help a quarterback avoid a sack 


and make tho pass To jump up end toss the ball in mid 
air, press B, wait a split-second, then press A. 


Pi actico maxing - m * choncys on two- 
point conversion!, at least in the urst half of a game. 
An extra two or three points can be very crucial when 
the clock is running down 


lb mow on* of your mceivers (the so-called man in 
motion") to a different spot on the line of scrimmage, 
press Left or Right on the Control Stick or Pad before 
you hike To change him from a receiver to an extra 


locker, press Z, B and A simul taneously to hike the ball 


A ‘•aral is a sideways pass to a player who is still 
behind the line of scrimmage This 1$ done to fake out 
defenders or give a receiver time to move into the open. 
\bu can lateral the ball as many times as you like, but 
once rt crosses the line, you can't throw it again. 


NINTE 


STIFF ft SPIN 


STIFF ARM 
DIVE FORWARD 
OFFENSIVE HURDLE 
JUMP PASS 
JUMP CATCH 
MAN IN MOTION 
EXTRA BLOCKER 
UP AND OVER 
TURBO PASSING 
LATERAL PASS 


Z+A 

Z+Doublr Tap A 
Z+B 
B, A 


O or O 
Z+A+B 
Z+B 
Z+A 


TAKE A DIVE 


USE CLOCK 


EXTRA POINTS 


[ COMBO 

OFFENSIVE MOVE 


A 

CHANGE PLAYER 


Z+A 

PUSH 


Z+B 

DIVE TACKLE 


Z+B 

DEFENSIVE HURDLE 


Z+A 

BLOCK KICK 


Z+A 

STRONG TACKLE 


B 

STRIP BALL 


Z+A 

FUMBLE RECOVERY 

























































BLITZ 


ny.il NR players arunt Allowed to sc« each others 
plays, so why should you be’To mate the cursor on the 
Play Select screen disappear. |ust move it to the top 
left corner of th# first page of your playbook and press 
Up two or threr times 


When you call a Punt Return, the computer automati¬ 


cally gives you control of the receiver Switch to 
different plavcr before the ball is kicked The compul 
er-controlled receiver almost always makes it to th 
ball before it drops, unless it's punted out of bounds. 


Try your best to block field goals and punts. You can igo 


offside, so before the ball is snapped, cherge against 
the line at turbo speed, making sure you're lined up 


between defenders Charge the ball holder and jump on 
him before the ball is kicked 


Mift Cover is. t/ioui uumton, the ten ill *n *jM 
sive play in the book It adapts it«jff tt ivA^ And 
running plays, and it leaves you fre* r> *«c* cne quar 
terback Some of our staff it almost 

exclusively, except for the occastofttfWitz 


B ln/ lor ihu N64 is? 0 

temiK truncation* 
tvi i < om op gam* 
n<l iht ui\\) thing mfoi 
im is ilk h ft* vid'** 
scit’f n vim h t\c in b*. 
arcade You cun bov' 
ever, us* the Si/e Sere • 
nd Shift Sc rten optlf 
make them fill more of *1 
Play Cdilor umIuj give 
nd makes u m our 
^ - be * s * lot of • 


If your opponent is dost * o 11 <&• dowfi,*c^snnov?' 
defense If * running pljy ts called, you’d fcvi a tough 
time stopping it anyway If a pj$s pf^y 12 called, you 
might b. Wetobr ik it up ana hold off the first down 


lM*ir 1 tru v/iip>n» - tpti 
1 > In adttfton, th<: 
mm itfSiOn more depth 
more fun iban the 
• • ,inm hwc, and even if 
JTftnM'Vc played the 
5? otmiAdt to death, this 

■ : 'Ji-ion Is worih a 
I tffri/L As for codes, 

tve'll he featuring 
I more of them in 
future issues, so slay 

■ tuned Rlit 1 season is 
a *of over yet 1 


If ydtfjuto -sored bbtfydii need to score again qi&Ju 
call an Onside Kick On the return, try to stop tnebi 
Uom»hfc w3i tk* u. afta< m*6 (uk* 4 tto-® 


htA fui \uV*T t llftr 1^. > 

risky strategy, but it can work if your detenat is strong 


f r ft going for the sack. llfttyuirfdibtd » 
tie early When you take a running leap, you Slide a 
long way, and that slide tackle is very tough to avoid ff 
you so much as touch the ball carrier s foot, the carrier 
will usually fall down or stumble out of control 
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HIDE CURSOR 


MANUAL TACKLE 


ONSIDE KICK 
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Riding the Reft 


Playing the “rail” ■hoatar Knife Edgn la Ilka taking a 
damantad rallar coaater ride through awarma of hUa- 
tlla alien Invndam. The computer handles tha piloting 
chares, leaving you free to frag aa many anamlaa aa 
possible with your high-tech araanal. Though the 
game will undergo a few graphic changaa before It’s 
ralaaaad, tha varalnn wa received waa eaaantlally 
complete, and a good time waa had by all. 


I '• 1 

m MU 1 
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KNIFE EDGE 

The Many Paths To Victory 

There are only six stages, but there are multiple paths through You can use any one of your special weapons at any time, 
each one, and you're able to select at least part of your route and ammo b unlimited. You can boost Vulcan gun and 
during the first four stages. Your arsenal indudes a rapid-fire Shield power by shooting power-ups, but once your 
Vulcan gun and five special weapons as standard equipment shield b toast, so are you. 


Story 


Battle 






The Story Mode b a standard, 
one-player game, chroniding 
your battle with an alien 
invasion force. There are 
unlimited Continues, but if 
you're defeated, you must 
start over from the beginning 
of the stage. 


in Battle Mode, two or four 
players compete to sec who 
can tally up the highest 
score. There are two sepa¬ 
rate scores, shield readouts 
and so on. In this Mode, you 
must earn special weapons 
individually. 


WtliN t«t! ..em*U systtm is 

MW M“1 i ! 


The Team Mode allows 
two to four players to 
jump Into the mayhem, 
giving each player control 
over a separate gunnery 
station. Play a coopera¬ 
tive, with everyone con¬ 
tributing to a single score. 


The one-player Practice 
Mode allows you to hone 
your gunnery skills or just 
have fun blasting away. Thb 
mode plays exactly the same 
as the Story Mode, except, 
of course, you can't progress 
from one stage to the next. 


Homing Missiles 


Nukes 


You can shoot up to four targets at a 
time with the Homing Missiles. Press 
and hold A to lock on to a target, and 
release the button to fire. 


Plasma Torpedoes charge up and fly 
very quickly. They're more accurate 
than missiles, but keep in mind that not 
all enemies can be target-locked. 


Even if you don't get direct hits with 
Nukes, the shock wave will cause some 
damage. Nukes fly very slowly, so your 
aim had better be good. 


Press and hold A to charge the Flak gun, 
then release the button to fire shrapnel 
straight ahead. Thb gun charges quick¬ 
ly but b not very powerful. 


Like the Flak and Nukes, Lasers always 
shoot straight ahead, wherever the 
nose of your ship b pointing. It's best 
to use them at dose ranee. 
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Amethyst Ravine 

As the game opens, you're ordered to repel die first 
wave of alien attack strips. While there are multi' 
pie paths through each stage, there are cross¬ 
roads you always pass through. We've focused 

h < a • A it ^ m 



most of our strategies on these common 
areas and outlined lips for defeating the mini-boss 
(usually found near the halfway point) and the final boss 
of each stage. 


(Q Canyon Run 


) (© Mech Threat 



Conctetrate on the 
macbaemuchisyoo 
can. Ignore sthar ane¬ 
mias unless they're 
firing at you. Whan 
tha much starts 
firing hsch, grass tha 
C Buttons to dodge 
upward, dowswerd, 
to the left ar to 
the right 


Poiat pur targeting cursor in tha 
directioa you're moving to head off 
incoming throats. 


The paints os tha targeting cursor 
turn rad when pur special wespoe 
it charged. Torpadoss aweyt 


The first mini-boss is a remote- 
controlled mech. Its entire body 
is vulnerable, but it can absorb a 
lot of punishment. Keep the 
Vulcan trained on it at all 
times. If other enemies come on 
screen, you can still lock on to 

S them without* taking the 
targeting cursor off 
your main target. 


Looh for rad Vulcoc gun icons and 
hlue shield icons. Tha Vulceo gun 
csa ba boosted up to level six. 


(0 A River Runs Through It 


Shoot the t&aer 
at tha top of the 
ahiptodianbla it 
temporarily You 
CBn’t daatroy the 
side-maanted 
Plasma Torpedo 
launchers, but 
you can shoot 
tha torpedoes 
they fire. 


More anomies will come out of hid- Power ups will zip by quichly, so 

ing along this etretch. Looh out for otsy alert. Soma enemies will Ibbvb 

tong lines ol chips or aerial mines. them behind whse they’re deetrcyad 


This unusual craft will 
p pBk fire missiles at you 

t from pods along its 
_ top and bottom. 

Take them out 
first. Once the 
missile pods are gone, 
destroy the ship's tail, sec¬ 
tion by section. When the 
core opens, focus all your 
weapons on it. 


Soma canyons are guarded by huge 
gui emplacements. Use Homing 
Missiles te fry up to four at a time. 


NINTENDO POWER 
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The Living Ruin 

An Earth colony was all but destroyed in a recent tion vital to the war effort. As you comb the cit> streets, 

> ' attack, but sensors detect a faint signal coming be carefal of alien mechs hiding in doorways and alleys 
from somewhere within the colony asteroid. If or hunting in large packs. If they get the jump on you, 

< . there are any survivors, they may have informa- it will be nearly impossible to dodge their shots. 


Urban Assault 


Every so often, a uroup 
at aerial mines will 
appaer above tfia tank. 
These are controlled 
by e white command 
pod. Shoot the pod to 
dost roy all tha mines 
simultaneously 


Mechs will jump at you tram all 
idee with ao waning. A f tar 
an attack, press R to center 
lha cursor. 


Use rapid-fire weapons oe long- 
range targets. Don't give tham a 
chaace to shoot back. 


Concentrate your fire on the 
rotating "eye" on the front of 
the tank. Mechs will pop out of 
a rear hatch or from off- 
screen, but they _ • ^ 
won't pose a big 
threat. - 


At dose ranga, it’s e teee-up 
between spaad Itorps) and power 
Imissilae). Hit missilo-tating 
mechs first. 


You'll hove one chance at these 
power-ups, so make it count. 
They’ll appear just before the 


€) Underground 


As you dootroy 
common enemias 
over time, you'll 
earn up to throe 
Super Bombs. 
Thasa are espe¬ 
cially affactiva 
against tha core 
of this 8ter 
crossad bass. 


Watch out for ships m the 
lake. Keap your cursor just 
helow tha "horizon" to 
catch tham as they amarga 


Target the robot's outer 
limbs and destroy them one 
by one. Once again, you can 
use the Vulcan gun to 
destroy any missiles or tor- 
podoes directed at you. 
When the robot turns on its 
side, its glowing core will 
appear. Hit it hard and fast. 


you can target slower ships o split 
second before they emerge, but 
i (toy'll still have lima for a shot. 
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Crimson Lake 

Central Command has traced the alien forces 
back to a huge asteroid. You must penetrate the 
outer defenses and destroy the base at the cen¬ 
ter of the asteroid. Power-ups will be few and far 


between In enemy territory, so keep an 
eye on your shield. If your ship is destroyed 
and you continue the game, it will be back 
to level one for your Vulcan gun. 


(Q Be Tank-ful 



\ You cant loch on te 
' the tush, so 

Lasers or Nekoe on It 
whs* it gatsclsas.lf 
your Vulcan gun ie 
below level three, yoe 
I msysetbreah 
through the tsnkfe 
srmor before it 
retreats. 


Few shioe in here can be target 
locked. tou’II have to rely ss ym 
Vulcan geo and your desdly am 


There are two ways to outer the 
asteroid. One is through the eye, 
end oes is through the mouth. 


This assault tank has been 
modified to withstand the 
0 searing heat of the aster¬ 
oid's molten core. Its Al, 
" however, is just as dense 
as its armor plating. lust 
aim for the upper hull 
' and use the C Buttons 
to dodge the tank's 
return fire. 


Both pathe sre tined with gun*- The 
"mouth’ routs is slightly easier but 
good luch finding power-ups! 


(Q Siege Perilous 


It you doe't 
dsstroy the 
Isunchere quick¬ 
ly, they’ll soon 
start shooting 
dezsse of mie- 
silss or torps- 
dose at you. If 
thst hsppsne, 
yoe wos t stand 
s chsncz! 


Aftsr battling the tank, you’ll see 
thus falls. Yea’ll find a rara (tor this 
stugsi Shield icon here. 


Destroy the four launchers 
at the center of the base 
before you shoot out the rest 
of the guns. When the base 
transforms, ignore the blue 
pyramids and go after the 
yellow one. Shoot or dodge 
the incoming torps, especial¬ 
ly the orange ones. Super 
Bombs definitely come 


You may eee e Vuices gas icon just 
hetora or after thaae launchers. It 
will sppssr for just a ascond. 
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it The Master 

in adapting Iheir technology to the cold. Their new ice 
bombs are invulnerable to your weapons, so you'll have 
to dodge a barrage of incoming fire. 


Shock Wave 


After the first round, 
the lire! deg-droid 
will be joieod by a 
second one. Try to 
weerdown their 
shields evenly. Once 
one is destroyed, the 
other will attach even 
more forcelully 


Some fifihtors carry proximity Shoot these ships before they I ire. 
bomhs, which cen demage you con- ¥ou cee destroy e bomb onco it's 
siderehly even without e direct hit. Isunchad, but you’ll still feel itl 


The «e bombs I hat these dog- 
lihe droids carry can't be 
destroyed, so 
avoid them as r 
best you can. *4!p(£j 
luckily, all parts of 
these robots -are 
vulnerable. 


After you pase tha gun towers, 
fighters will come out of theee 
caves. Some may leave power 
ups behind. 


As you enter the caves, more fight 
ers will pop out Irem around 
comers. Keep yeuorforpedoes 
charged. 


© Deep Down ) 


if you survive the battle with the 
dog droida, you'll enter e series of 


Dodge the tiles 
end briche that 
your enemy will 
throw at you. 
Shoot bach 
whenever you 
have e chenco, 
even il it's just 
for a second or 
two. 


Those Mocha can’t be 
destroyed. Ust the C Buttons 
is steer around them. _ 


This stone-faced foe's only 
weak spot is on its head. If 
you see it flashing, you'll 
know you're doing some 



B jr 

■1 

The ice 
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i Creature (Return tn Space Station] <, 

' The alien leader has retreated to a huge, living space two parts, and though you won't see another 
station. A horrible truth awaits you inside, and a secret tide screen after the first mini-boss, you will J. 
§ “ link between the aliens and a friend long thought dead receive a stage-end tally of your score. ** 

\ will be revealed. This mission fc actually broken up into - ’ 



0 Abandon All Hope 


O Command Ship 


The light with the 
command ship will be 
ewift hut Imital. The 
eiriph limbs will fire 
Plume Torpedoes at 
intervale. Ae you 
destroy the arms, the 
remeieieg onee wM 
•host teeter end 
faster. 


Tee Douinere coat ne oostroyou ny 
your weepoee. You'll have to woeve 
a path through them. 


© Mortal Monuments 


Use Lasers or Nukee to punch 
through doors before the com¬ 
puter smashes your ship right 
into them. 


The computer will steer the ship 
from side to side, but try to fire 
off a Nuke or two at these stat¬ 
ues when you're In range.. 


These statues have 
torpedo launchers in 
their heeds end mis¬ 
siles launcher* in 
their cheats. Soma 
may leeve Videos gu 
or Shield icons 
behind. 


Boulder Battle 


The computer will bring you on n Ae you epprooch, ships will oppeor 

alow opproach to the etetioe, which from the side or tram above. Plasms 
is part asteroid, pert living tiesue. Torpedoes ere your beet defense. 


You won't be able to lech on to most 
ot the defender*, so you'll have to 
rely oo the Videos gun mostly. 


The ship will twist and turn, so your 
epsciel weapons that fire straight 
ahead won't be very useful. 


Concentrate your fire on the 
four fleshy "limbs" that are 
attached to the alien command 
ship. A few well-placed Nukes 
will help speed things along. 
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KNIFE EDGE 


(© Man Trap 


Vbt can't destroy the rucks it 
opitt eet. tt you can dodge and 
■wot simultaneously, so much 
the batter. 


You'll have to be quick to 
dodge this monster's two* 
pronged attack. It will 
lint vomit boulders at you 
then try to bite your ship 
twice. After the second 
bite, shoot the beast in the 
head. A powered-up 
Vulcan gun works best. 


You'll Hava a law seconds to shoot 
tha monster hofore it ratsliatas. 
Take advantage of that timal 


(0 Into the Light 


Ring-shaped ships will epm out of 
Ike glare. Shoot them before they 
relaese their aaasHat. 


Ybe can lock on to these craft only 
after their winge open. Uso one ar 
two torpedooe per ship. 


€> Final Conflict 


Theae booktars can he deetroyed. bat they'll 
regenerate quickly. Hold your fire and wait for 
the reel throat. 


Tha elien lender can regenerate) ita right am 
•u don’t bather with it. Focus your fire on its 
left arm. 


Hungry far IWhdts 

Knife Edge plays much like the "gunnery" stages in 
Shadows of the Empire, where you're hunting Til fight¬ 
ers in the asteroid field. The camera work is more 
dynamic in Knife Edge than in Shadows, with your ship 
swooping and diving all over the landscape, rather than 
speeding along in a straight line, fn the final analysis, 
Knife Edge is fast and fun to play, but with only six 
stages, the action is over just too quickly. 
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1 WINNER 

GRAND PRIZE 


Play GOLF AT WAIALAE 
COUNTRY CLUB in Hawaii! 


A full set of TAYLOR MADE GOLF CLUBS, 
featuring: Taylor Made Metal woods , Irons, 
a putter, golf bag and accessories! 

A LESSON from a golf pro! 


Waialae Country Club True 
Golf Classics for your N64! 




A TAYLOR MADE PUTTER! 


A Taylor Made golf cap! 


A sleeve of Nintendo Sports 

Golf Balls! 


A Nintendo 
Power T-shirt! 


Waialae Country Club: True 
Classics for your N64! 

WINNERS! 


Vteialat Country C!uo isacr-damark of W*ia)ie Country Quo TRUE GOLF CLASSICS is a registered iraaemare ot T&t 
SOFT, Inc. Licttnstd by WoiaJfie Country Club. £1993 T&TESOFT Inc Ucirued toNinrendo TaylorMade, Metalwood 
vyS Burner arc registered trademarks of the Taylor Macfc <3off Company. The appearance of tht Bumor LCG iron is a 
trademarked design of the Taylor Made Golf Company 


ENTBR 

TO 


VOLiR 

VOTE 

COUNTS! 


YOU CAN'T WIN 

IF YOU DON’T 

SEND IT IN! 

Fill out the card 
AND SEND nr in! 

We’ll tally your vote 
for the Power Charts 

AND ENTER YOU IN 
THE CONTEST! 


OFFICIAL CONTEST RULES 

to purttao necMiari 1b tutor, eflhet 
iM-W W« Ptet**’s Poll (W y t ini carl r 
print tout rtdran, tdejtom 
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NINTENOO POWER 
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► DUKE UUKEU1 64 



10HV Uian T THE SHRIUKEII CHflOGE HIE BACK TO HDRHlflL? 




S hrinkers were never a problem until 
we released Duke's Cheat Menu 
code tf you’re stuck running around 
looking like a small soldier, it’s because 
you activated the Invincibility code 
while you were a little Duke If you use 
Invincibility while Duke is small, you'll 
be stuck as a little runt The only way to 
solve your problem is to restart the level 
If you’re trying to figure out how to 
access the Cheat Menu, see page 31 in 
NP Volume 106's Classified Information. 




Using the Shnnker is essential for completing at 
least a dozen stages in the game, but you’ll be 
stuck if you use Invincibility when you are small 


Since the aliens usually ignore small targets, 
you’ll probably be safe without Invincibility 
when you're running around as a mini Duke 



UIHEflE RflE THE LAST SECRET PLACES in LEUEL 1? 


t 



T here are 13 secret places to find in 
the first level, more than in any level 
except Toxic Dump Three of them 
are particularly hard to find The first spot 
is in a building near the Cinema Walk to 
the palm trees to the right of the Cinema 


Fly up to the first tree on the right, then fly 
into the window The other two common¬ 
ly missed places are in the same spot As 
you walk across the bridge to the exit, 
walk right onto the ledge Keep pressing 
the A Button, and you'll find a teleporter 


You'll find one secret place when you 
warp, but there’s also «i second secret 
place here Blast the automated gun and 
go into the office Press the A Button as 
you stand in front of the middle bookcase 
on the right side of the room to find it 



d 


1 


3 


ii 


•ftM 





Fly through the window near the Cinema to 
find a secret spot inside the building 


Walk right onto the ledge near the Exit and 
search around tor the hidden teleporter 


Stand m front of the middle bookcase and press 
the A Button to find another secret place 


0 NINTENDO POWER 




























































► QUEST G4 


n,i*« 


HOU) DO I ESCAPE FR01A THE ISLE OF SAVE? 



f 


m wa-ha-ha-ha"! Once you reach the 
Isle of Skye, there is no escape! At 
least that's what your enemies want 
you to think You won’t find any wings that 
will whisk you away from this island, but i! 
you’re defeated, you'll start outside the isle ll 
you wish to remain among the living, follow 
the path to the left of Colleen's House and 
stand between the pillars You’ll find a warp to 
the bottom of the sea The door in back of 
Colleen's House isn't an exit. You'll be able to 
ojjen it after you defeat Nepty 


9 



You can't use a wing to leave the Isle You’ll 
have to reach the bottom of the sea to leave 



The back door to Colleen’s House isn’t an exit, 
but you can open it after you defeat Nepty 



t 


HDID DO I QPEn THE RIGHT GRTE III COflHOR FOREST? 


Y ou’ll be able to get through this 
gate after you defeat the robber 
Solvaring Your magic levels 
should be around six or seven before you 


challenge the brigand Solvaring has 210 
hit points, but if your Water Magic is at 
Level 7, you'll be able to cast Healing 
Level 1 which wiIf aid vou greatly in 



battle. There are two easy ways to defeat 
Solvaring you can stand close to him 
and use the Water Pillar, or you can stay 
away from him and cast the Wind Cutter 



You'll need to defeat Solvaring before you 
can pass through the gate in Connor Forest 


If you decide to fight the thief in close 
quarters, cast Water Pillar on him 


If you want to keep your distance from this 
brutal brigand, select the Wind Cutter 



ESI 


HOU) DO 1 GET THE FIRE RUBY? 


_ 





V ou need to defeat Fargo in Boil Hole 
to earn the Fire Ruby Alter you 
enter the desert, walk southwest to 
the town of Greenoch hollow the road 
out of town until it forks Take the south 



road until you see a large rock If you 
stroll around the rock, you'll spot a large 
crack in the ground It you walk along the 
smaller rocks, you’ll cross a crack and 
spot the entrance to Boil Hole There's 



only one way to go to reach Fargo at the 
back of the cave If your magic levels are 
around 35 and you have plenty of bread 
or morning dews, you shouldn’t have any 
serious problems deteatmg him 



Keep following the dusty road out of Greenoch, 
then follow the south path at the fork 


This rock hides the entrance to the Boil Hole 
You’l have to walk around it to find the opening 


As you walk across the smaller rocks, look for 
this crack The tunnel leads to the Fire Ruby 
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I I you coiled till 100 (iggys, Mumbo 
will show you photos ot a game 
tailed Ranjo-Tooie. Since the photos 
include landmarks in your game, it's 
almost natural to assume that your cur¬ 
rent game has a second quest Jt doesn't 
You're seeing a special preview of Rare's 
planned sequel for Ban|o-Kazooie, 
which uses a few places you've already 
seen in your game, including the key you 
prohably spotted behind the ice in 
Wozza's Cave at Freezeezy Peak 



If you collect all 100 Jiggys, Mumbo will 
show you his snapshots of Banjo-Kazooie II 



Cont worry about the key in Wozza's Cave— 
you'll find it in the next Banjo Kazooie game 





HOIK DO i GET II1SIDE THE HERDER 


H fter you Beak Bust the rock blocking 
the entrance to Gnawty's house 
during the summer in Click Clock 
Woods, you'll tmd thal the slick passage is 


too steep tor Kazooie to trot up To get 
inside, you'll need to visit Gnawty in the 
tall Trip the fall entrance switch in the 
shallow water directly below the branch 



f 



i 


connected to the beehive You II earn a 
Jiggy when you see Gnawty in the fall, but 
l>e sure to take the cold plunge to reach 
his house during the winter tot') 



1 J& 

- 


A 




After busting this rock, the grateful Gnawty 
will invite you inside his humble abode 


This muddy passage is too slick to climb You'll 
have to wait for the water to rise in the fall 


If you remember to swim inside Gnawty's 
house in autumn, you II earn another Jiggy 


I 


.*1 1 


HOID DD I GET TD THE HDREJCOItlB PIECE BEHERTH THE ICE? 


T he Honeycomb Piece beneath the ice 
in vvinler in Click Clock Wood is pos¬ 
sibly the toughest to earn in the game 
The water Ixmeath the ice takes air away 
twice as tast as normal water Dive through 


the hole and follow the right wall to the 
entrance of Gnawty's home Getting back 
out is twice as tough-memorize the loca¬ 
tion of the hole in the ice when you swim 
back outside or you'll turn into a bearcicle 


Use the Beak Buster to dive into the water, 
then out of the hole and turn left Swim 
close to the ice until you see the opening 
If you're fast enough, you'll get your head 
alcove water before your air runs out 



The frigid water around Gnawty's home will 
deplete your air twice as fast as normal water 
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Start your return tnp through the chilly depths 
with a splash-use the Beak Buster to dive 


Turn left and follow the ice above your head until 
you can swim up through the hole in the ice 









































►FinflL FflllTfiSV HDUEFITURE 


HO ID DO I EDIT DARK CASTLE? 



I f you're stuck in Dark Castle, its 
probably because you've run out of 
keys. Final Fantasy Adventure is an 
awesome role-playing game with one 
flaw you need to carry keys or you'll 
lock yourself inside a cave or castle. The 
golden rule among experienced players 
is to carry a minimum of four keys at all 
times tf you don't have a key to get out, 
you'll have to start where you last saved 
or face up to the harsh realities of restart¬ 
ing your entire game. 




SMiV 




Leaving Dark Castle won t be a problem if you 
have enough keys Always carry four. 


Don't 

extra 


get locked out of your adventure Buy 
keys at the shops throughout the game 




01 


Y ou'll have to defeat Julius three times 
to win the game First he'll appear as 
triplets Hit each image three to four 
times, then watch as he turns into a light- 
nmg-bolt-tossing demon Stay at the bottom 


of the screen and wait for your Will Power 
Meter to fill before you swing Excalibur If 
you are hit, you'll he invincible long 
enough to counterattack Julius turns into a 
fiery face in the last battle To dodge his 


invisible attacks, walk to the spot where 
Julius was standing when he disappeared. 
By the time he reappears, your meter will 
be full, and you can hit him. Keep repeat¬ 
ing this technique until Julius surrenders. 



Take a swing with Excalibur at the three 
images of Julius during the first battle 





Wait for your Will Power Meter to fill before 
you counter Julius's monstrous attacks 



Julius never reappears where he disappeared, 
so wait on that spot for your meter to fill 


►► 


n the m Call: 
-900-288-0707 

(SlSOpermnuto CaHtrs under® 


! 


PR FAST FACTS 

Or wnt» to. Counselors Comte 
ijQ- to 97033, R edmond, WA 93073-3733 



KOBE BfWRItT IB 

BBR CDUflTSIDE 

Q: Can I break the backboard? 

A; Nope 

Q: Howdoldoanailey-ooppass? 

A: Position a player with a high dunk ability 
near the basket, then press the top C 
Button to pass the bell to him If he's 
close enough, he'll slam it in 


T 


BEROGflUGE 


j Q: What's the best AeroMechme m the 
game’ 

I A: Any of the four vehicles that you win 
after you finish the GrandPnx in Export 
Mode. 

Q: How da I got the Turbo start? 

A; Hold the A and B Buttons when the 
announcer says, ‘ Sot,” and let go of the 8 
Button as he says, "Gol" 


In Canada Call: 

1~9D5I-QQDO 

($2.00 par mmuti. Callers under 18 
need parental permission to call) 


flli SIHH BASEBALL *99 GB 

Why do I get only one stnko par out? 

Ybu have Pley Mode set to “Quick,' 

Which teems are the bast? 

We like New York, Florida, Atlanta, end 
Cleveland, but ony team can win it all 

Why won't my runnars advance? 

To advance, press the B Button and the direc¬ 
tion of the desired base on the Control Pad. 
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EA Sports’ newest game for the N64 focusaa on an American aport that’s bigger than foot¬ 
ball, bigger than basketball and bigger than the national pastime, baseball. What la it? If a 
NASCAR, now celebrating 50 years of thunderous motoraports. If you’re not a fan already, 
If a about tlma you picked up the pace car. 



Is it the brightly painted cars, the Mur of speed, the spectacular crashes or the pro drivers 
who race around the superspeedway ovals like they're on greased lightning? The appeal 
of NASCAR includes all of that, and the % megabit NASCAR '99 recreates it all for the 
N64. What's more, the video game simulation comes from a company that knows a thing 
or two about the sport since it sponsors the EA Sports #72 Monte Carlo. Our preview 
copy of the game shows the attention to detail that you get only from people with Insid¬ 
er knowledge. From the license with 31 cars and drivers to the aerodynamics of drafting, 
NASCAR ‘99 puts you on the starting line of 18 Winston Cup Series races. We suspect that 
Jeff Cordon, the youngest NASCAR champion of the modern era, may soon have some 
virtual competition from N64 drivers. 


How real do you want iH EA Sporu leb> you - 

be the judge with a snSt of eight NASCAR 

options. For instance, thetrue red, white | f v J 

and blue fan will thiiQhfo the race length ~ 

option that lets you set the race percentage Wr ^^**£*r 

on any track from one to 100% of the real P* 

race. For instance, at Talladega, a 109%' I oof "rR 

race length would equal a cool 188 laps. \ » • f-J 

We suggest going to the bathroom -_ f * / 

you start. Other options Include three damage - 'mqp, in equipment break¬ 
down setting, choice of physics and Al settings, a yellow A*R option, a MPH ora 
KPH option, and a computer car* competition option. *’ r 


S ^rff0.0 83 Mfitf 
POLE 

so 0, 4ofroft 


7.. Labonta 
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At 200 mph, steering doesn't feel the same as 
cruising along at-60 mph on the freeway. 
Centrifugal fortes act on the car, pulling it 
outward. Even with the steeply banked turns 
of thy ovals of NASCAR tracks, you'll feel the 
NASCAR 'M's t8 trades indude Atlanta, 
day and night)* California, Charlotte, 
sviHe, Michigan, North Carolina, Phoenix, 
Texas, and Watkins Clen. Although NASCAR 
took place primarily m the southern United States m the knt half-century races 
Have been held ift |5 states and even in Canada and Japan. The real feel of the speed on 
real tracks is a big part Of the thrill of this game bul other factors in the game also lend 
a hand like nice graphics and realistic physics. 


Darlington, Indianapolis, Las Vc 
Poeono, Richmond, Sears Point, 





If you carry too much speed into a banked 
comer, you'll likely end up on the wall 



Too much epeea can get you into 
trouhio. That's the brakes. 


Winning drivers use the drafting 
technique to alingahot tc the front. 


Tlw starting line ot corn can give 
you e big draft boost. 


Speed is mat pert ot e winning 
formula. Position is critical. 



The N64 NASCAR '99 development team included some virtual effects that you won't 
find in most video games, For instance, rf you bum rubber or skid and leave your mark 
on the track, the tire marks will still be there when you come back around. Special 
effects like smoking brakes can actually blind 
you for a moment when you pass through a 
cloud, The game gives drivers multiple cam* 
era perspectives, including a cool driver's seat 
view that shows a working tachometer 
and other dashboard instruments. 

n Background elements appear 
smoothly as you approach, and the 
grandstands look very realistic. You 
can even relive your brilliant maneu> 
vers with an Instant replay option. 


law rime 
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• (tammy Mot Wheels or .1 banana- 
logo on the hood, these 
much in common with 

But the great equalizer 
all of the can in NASCAR ‘99 start 
_ _ off with the same 

& PmiA CS 

V 

win. That's particularly important in the two-player mode. Setup options include a 
menu in which you customize your setting* for the traiumheion, rear spotter, 
wedge, tire pressure and gear ratios. How these settings affect speed, acceleration, 
handling and pit distance b shown by graph bars below. 




Watch the molt* of your adjust' Three otockcarsarousodin the _»FonS 
moots on the iowor graph hire. Winston Cup, including a Chevy- 



.»end a Pontiac. 





Jett p«trM ’' K * 

Jrt SV27 H* 0UI WC* ti-b* 

ra- win •£**?'*« wcb hi* tpsi 
HA3CA J9 Sift* J r$4W rirt fttattfai 
CltoJ, Cofrf** earfifrtf a 

juwitn oei «t aray ra ««»rwf*0 ftt# 
****** Naccaa •« 

«r«* iw# ij: 


Coatomoe your tar ta trowir 
yow driving atratifias.H you pot¬ 
ior to draft ApVMfcMotftNrtOt 
you, twaak the g ana's drafting 
percentage* nyw re a blur whan 
yqu sli'Mjrtwt past your opponent*. 




If you really want to get down to the nitty gritty, you can 
also control five Al and physics settings individually. For 
instance, you can reduce opponent strength, which is 
like handicapping the CPU drivers. You can increase the 
drafting effect to get a trigger boost when you pass oppo¬ 
nents. You can also increase (or decrease) your car's 
horsepower, the car balance effect, and the speed sensi¬ 
tivity of your steering. The two presets for all of these 
settings are Arcade and Simulation. In the custom 
option, it's all up to you. 


Our headline might wund like a «-i{uef to 
Myst, but it accurately deuTihg»d)fc men and 
women who drive cars At speeds approach¬ 
ing 200 mph for a living fhey are driven to 
perform feat* of skill, daring and ctraicgy, 
week in and week out, EA Sports saluftwthle 
drive by including a Driver Info option for checking on your fluorite drivers, or 
on your opponents. The bio* include pictures of the cars anddlHver» and nit^n 
lights of the 1997 season. 
















Although you may think that roll bars are 
placed in racing cars just to protect 
the driver, in fact the first roll bars 
in NASCAR 


r * an 8 
installed to 

1 m as much as to 

protect the occupant. The results were higher speeds and spectacular crashes 
from which drivers often walked away with just a few scratches. There's no deny¬ 
ing that crashes are spectacular as well as horrifying, and NASCAR '99 captures 
the spirit of real motorsports by letting you flip, roll, lose parts, puncture tires, 
blow engines and wind up in a smoking heap beside the track. This may not be 
the first racer that shows car damage, but It may be the first to let you fed the 
damage. With the Damage option switched on, the Rumble Pak lets you know 
when your car is serious¬ 
ly wounded. In our quest k, 
for full disclosure, we 3** 

smashed our cars head- y ^k 

on into CPU cars to test 

the crash characteristics iJb. r ^jiTf > 

of NASCAR '99. Our ,*-*555^ I 

conclusion-excellent ' *> w - 1 

wreckage! AA^-*iAI * 



spur via i is ’jj& 
rtmi u!K$ataa& 


Fi speeds while road 
your driving skills on a 
B track. Only two of the 
are road counet-Watkim 


^•izeprta 
•Is. as wait 


With so many racers either now or soon to be available for the 
N64, a game needs to do something different to be noticed. 
NASCAR '99 is the only stock car racer, the only racing sim fea¬ 
turing a popular American motorsport, and one of the most real¬ 
istic racing garnet ever. Apparently you don't need an M or F- 
Zero in the title if you want speed. All you need is an N64 and 
NASCAR '99. 


back presents « challenge from Not aU of me roe* Mu place m 
other racer*. the t cask. The pittiap is aha key 


WTsT-i^r -v. 

¥ j . _ : -Sta 

Ovals and fffovals amphasuo 
oatsinf and strategic skills. 
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The tracks in NASCAR 99 faH into 
two categories: oval courses and 








Konamis Deadly Arts isn 1 «nulli<r wen Mu* 
clone-lha! lournamenl tighter In lilts * D hi.iw It i 
arenas contain interactive obstacles like cais guil 
lolmes, and tombstones, plus wa^ls that can break 
away lo reveal additional fighting space Belter yet 
the game leal u res a Character Edit Mode lhal will 
allow vou lo engineer Ihe looks nl your own per 

loo and 


AJuXjUl- 


sonal lighters You'll have lo train lhem 
their success and survival will depend on how well 
you know each oi the Deadly Arlists 
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DEADLYARTS 


Simultaneously press the L and 
R Buttons while scrolling 
through the fighters to display 
their alternate outfits 


The Deadly Arts roster contains eight main fighters, plus 
additional boss characters that you must earn. For each 
character, we've recommended a pair of moves, which we 
think will be relatively easy to mash into your Controller to 
help you get out of most jams. 


Back Spin Combo 
OOOQ 
Flesh Combo 2 

oo% oooo 


Killer Missile 

oo% 

Bfoody Finisher 

<boo© 


Kai is the most well-rounded of the 
fighters As an opponent, he tends to 
have a slow response time, but when 
he does manage to squeeze in some 
hits, he'll do considerable damage 
Use combos if you fight as him, since 
they're his strongest suit 


boestiy Kvoya battles using street 
savvy, ana his brutal style will sewn 
to leek sportsmanship H*s trade¬ 
mark move is hitting opponents 
when they're down The best way to 
get them there is with Kyoya's Killer 
Missile move 


Arm Lock 

GOO<& 

Sen Rai 3 

060000 


Killer Heod Butt 
OQ 

Hyper Gient Swing 

ooooo a* 


One of the dirtier fighters, Kaoru will 
attack with throws and grapples 
When he's not thrashing ru$ foes, 
the skater will be on his guard With 


By far the largest of the mam fight¬ 
ers, Kongoh is also one of the 
strongest Most of his moves 
involve his upper body, so stay low 
and crouch Players who choose to 
use him will do best with his devas¬ 
tating throws and grabs 


his evasion skills, Kaoru is the ideal 
combatant to use for keeping close 
combat fighters out of range 


Swift Rush 

OOOOOO 

Energy Crush 

OOOO 


Middle Crush Turn 
OOOO 
Cannon Kick Combo 

OOOO 


After dealing a few blows to Miki, 
jump back or nsk being entangled in a 
combo Her hands are fast, end most 
of her combos will involve a blur of 
fancy f istwork. Hor kicks aro quick, 
too, and they'll floor most foes after 
a combo. 


Tall Sakai's specialty is footwork, 
which gives him greater range than 
other fighters Light onhis feet, 
Sakai will kick fighters out of close 
combat range To avoid being licked 
by his kicks, fighters should use 
long-distance attacks as their 
offense 


Front Spring Atteck 

ooo 

Ren-Geki Final 

V OOOO OOO 


Sneak Sido Brawl 
OOOO 
Slashing Round Combo 

% O O 


The female contenders tend to be 
the foster fighters, end Serine is no 
exception. In addition to her speed, 
Senna's long-range fighting skills will 
make heads spin and roll ffer slide, 
sweep and jump attacks will swiftly 
earn her a victory 


Azami fights using hyperactive 
gymnastics The spitfire is speedy 
with her flips and kicks, and the 
only way to keep her on the defen¬ 
sive is to revolve around her as you 
fight Since her combos are simple 
to execute, beginners will find her 
easy to use 
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The standout feature oi Deadly Arts is il"> 
Create-a-Fighter feature that allows players to 
build their own characters from the ground up 
Choosing from a bank of hairstyles, faces, out¬ 
fits, complexions and body types, you can mix 
and match parts to assemble a new fighter, 
whom you can train and eventually enter into 
Battle Mode competitions 


Cherocter Edit Mode lets you design fighters 
who can sport the looks of Carrot Top, Michael 
Stipe, Dennis Rodman, BjOrk or anyone else you'd 
like to see in battle 




NINTENDO POWER 


The regular fighters fall into three mein categories: powerhouses, 
grapplers, and speedsters. Each type has Ms weakness, end by cus¬ 
tomizing characters who can exploit those inadequacies, you'll be 
able to design a team of specialists prepared for any situation. 


DEADLY SPECIALISTS 


Mihi. Serino and Azami are the 
swiftest of the hunch, and once 
they get in close, they'll unload 
comho efter combo. Counter with 
e lanky creation who can outreach 
them to keep them et hey. 


. Greppleru Kaoru end Kyoya fight 
M using e hands-on approach Create 
^ o brawnier character to hoep the 
^ grabby battlers et erm's length, 
and train under Kaoru to learn his 
defensive escape maneuvers. 


' With their ability to do plenty of 
Q damage withe minimum of moves 
Qb Kongoh, Sektu and Kai qualify as 
# powerhouses To counter them 
V) design e small lightweight who 
^ can quickly dodge their blows. 


basic fUAimm 


Once you vo designed your fighter, give him or her a name, then 
enter your < reation into Training Mode Seletl the lighter you'd like 
to train under, then defeat your instructor in battle By w inning the 
lights, you'll be ahle to win spec ul moves from your teacher Your 
trainer won t always give out the secret, so you may have to score 
multiple victories to prove youre worthy oi learning 


When your fighter has earned enough training experience, save 
your progress to a Controller Pak, then load your rookie to 
Battle Mode to enter the Deadly Arts competition. You can also 
pit your student fighter against another in 2-player Battle if the 
character is saved to a separate Controller Pak 


'four customized fighter 
can acquire dozens of 
moves by training under 
different fighters Choose 
your moves carefully 
because your fighting 
repertoire will be limited 


Put your customized fighter to the test by entenng 
your creation into Battle Mode 































DEADLYARTS 


[ Deadly Arts lakes place in 3-D arenas cluttered with interactive 
I obstacles and breakaway barriers. What may begin as a fight con¬ 
fined to a single room can eventually become a battle fought in 
multiple areas if a fighter is thrown through a wall and into a 
I neighboring room. In more deadly scenarios, walls may crumble 
I to reveal drop-off's rather than annexed areas. In either case, the 
fighter who is launched into walls, cars, caskets or other obstacles 
I will take more than damage than usual. And some objects can 
| work in your favor, too By fighting with your back against stacks 
[ of boxes or tires, you can reduce the damage you'd receive from 
f a knockdown by cushioning your fall with the softer breakables. 


Force your opponent into tho arenas' obstacles to inflict 
damage The walls aren't just for breaking, either Bv era: 


Control Pad diagonally up toward a wall, you can make your fighter 
perform sn aerial kick from it. 


The matches are timed, and if the dock runs out betore some¬ 
one's been docked, a winner will be declared based on a com¬ 
plex point system. Most fighting games reward the fighter who has 
the most "life" at the end of the round, hut in Deadly Arts, the 
other scoring categories could put » critically wounded contender 
into the lead 


Basic moves can quickly dram an opponents' Ltfe Meter, but unless a 
variety of combos and special moves am punctuating the punches, a 
high score won't be guaronteod Techncai Points are your style points, 
and humdrum techmqua won't earn many Fight with flash and panache 


It's better to be a Deadly Artist than an elmost-doad one The Life 
Points category rewards fighters who avoid taking hits If you 


emerga from your bout unscathed, you'll earn 5,000 points Just 
make sure you didn't do it by cowering, or you'll pay in Penalty Points. 


SPECIAL POINTS 

The hardest category to score in is tho Special Points considaration 
In this area of judgment, fighters must prove their skill by getting in 
the first hit and performing other noteworthy assaults 


The scoring system isn't very forgiving, and any Penalty Points you rack 
up will be deducted from your score The game s called Deadly Arts for a 
reason, and if you're not aggrossive enough, you'll lose points 


Once you've defeated the eight fighters competing in the normal 
Deadly Arts tournament ladder, you'll face off against the masked 
Couriki. If you manage to defeat him, you'll spar against the 
deadliest martial artist of all, Reiji. The mysterious man in the hat 
attacks with the reflexes of a cobra, and just when you think 
you've got him figured out, he'll morph into a new opponent. 


Once Gounki has you mhis 


Reiji is fast, and once he gets 
started, he's hard to stop 
Unload long combos on him to 
keep him from attacking In 
round two, hell morph, and 
you'll face his alter egos. 
Among them is savage Yam, 0 
slow powerhouse, and mysan 
ous Hikan, a quick qrappler 


clutches, he'll toss you like a 
rag doll then stomp on you as 
you helplessly struggle to 
como to Surprisingly, simple, 
basic attacks will take him 
down. By attacking with rapid 
punches, you'll be able to keep 
the giant on the defensive 


VOLUMEWO © 
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1998 Koei Cor 


Terrorists have taken over a weapons satellite and 
I aimed it at the earth. Assuming the task of single- 
| handedly saving the world, a lone commando is left 
r to rely on his wits and plenty of bullets. WinBack may 
seem out of place among 
the RPGs and strategy 
games that have been < 

Koei’s bread and butter, w 

[ but this action shooter 4 

I could be the company's 

[ burger with the works. ^ <3 


A third-person shooter is probably the last thing gamers would expect from Koei corporation. 
Then again, WinBack promises to be more than just another exercise in hallway warfare. Combining the stealth 
and gunplay of GoldcnEye 007 with the perspective and camaraderie of Mission: Impossible, WinBack is a con¬ 
siderable departure for a company founded on strategy and role-playing games like Aerobiz, Uncharted Waters 
and Romance of the Three Kingdoms. WinBack is Rod's attempt to gel its foot in the N64 door with a more 
accessible game genie-action. Despite the category, WinBack does not betray Row's RPG/sim pedigree. 
Dev eloping strong stories, settings and characters has been Rod's specialty, and WinBack delivers a compelling 
drama. Enter hero Jean-Utc, separated from his fellow Strategic Covert Action Team (S.C AT.) members, out 
to single-handedly foil the Crying Lions terrorist organization from achieving global domination. 


NINTENDO POWER 























CRYING LIONS 

KENNETH 


COLEMAN 


CARLYtT 


Coleman's right-hand ma* 

HEIGHTS5*11" 
lilEjfiafsjtSO 

AGE:21 
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Terrorism via Satellite 


Ailer yisirs ol leading a 
losing rebellion in his 
home country ot Belt rest. 
Kenneth Coleman Imally 
has the upper hand, and 
he's got ihe whole world 
in it Aided by Cecil 
( urlyle, his toJd-blooded 
right-hand man, Coleman 
leads a I land of mereenar- 
ii' lo exac l revenge on the nation of 
Argent Larlier, Argent, a sujier- 
I tower, had quashed theanli- 
government efforts of 
Coleman and his "Crying 
Lions" terrorist group when it 
intervened to end Belcrest's 
civil war For a time. Belcrest 
grew more stable, but 
now the entire 
world hangs tn a 
precarious position 
Tipping the balance 
is Coleman's posses¬ 
sion of Argent's 
GULF Weapons 
System, a laser satel¬ 


lite capable of wiping out 
entire communities. By 
infiltrating the Space 
Development Center 
that monitors all satel¬ 
lites in orbit, the Crying 
Lions are able to control 
and cloak the where¬ 
abouts of the GULF satellite Playing as 
Jean-Luc Cougar of Argent's S.C A.T. commando squad, you must ,, 
reach the SDC's tracking room either to regain control of the sjjKf^i , 
iite or to sabotage the mainframes ui order to disable it. , • Y ,\ 1 I 

•' ■' M 


i_eiuer span:? lour stages Inot Con^OtnGi j ' ^ 
s, and nearly 90 rooms containing'.^! 1 . ’ 
ars, and 18-wheelers Lurking behihdr V. ■ ‘ 

.__I_til 


Winning Moves a:; 

The mission to the Space Center spans four stages that combine Y 
multiple floors, open areas 

drums, helicopters, train cars _. u ( 

them may be terrorists or any of the ton or so boss •cb^cter^,; ';'' i.’j 

Like the soldiers in Goldeneye', t \' 
007, enemies must hear or see ',') 
you before they will lx?: aware ' '• 

of your presence Piogrammgd' “, 
with over 350 . movements/ *•,' 
Jean-Luc wrfl be able to.reafi* Y £ , 
folly creep,, duefc V j 

out ot their sight, ' 1 ,« A 





























Deployed to Destroy 


Development 
Center to carry out 
the mission on 
his own Cinema 
scenes will reveal 
much of WmBack’s 
which is 


She walks slowly and 
big gun. "Bad 


carries a 

% Luck" i' 

|* fern’ll*’ 

^ I Crying 
wait 

HJ| intrant 

H0 i >• 

*> -f 

her 60mm machine 
gun set on the center's front doors, Lila expects a full-scale 
S.CA.T. attack, but she'll meet up with only one of the 
operatives. After the Crying Lions announce their revenge 
bn Argent, they begin to indiscriminately unleash the 

GULF satellite's wrath 
^EjHH on the countryside but 

S.C.A.r is on call for 
just such an emer- 
gency. Called into 
action by Argent's 
Secretary of Defense, 
the 10 members 
SC A I. team, each 
I specializing in a differ- 
ent field, take flight in 
their helicopter, but the trip is soon cut short A bad omen 
in the form of fog and engine trouble forces the team to 
parachute one by one from the helicopter. 

Separated from his teammates and 
A with three hours to secure the satel- 
jM lite, Jean-Luc heads to the Space 


story, 
first told through * 
flashbacks As players fulfill 

their missions, defeat key enemies or reach certain < heck 
points, cut scenes will unfold more ot the story which will 
vary depending on the player's performance How quick 
ly and successfully |ean-Luc secures a stage can alloct the 
story's direction, and he'll he packing quite an arsenal to 
help him get to the top with a bullet 


Smart 


Handguns, submachine guns, flamethrowers and explo 
sives will be at Jean-Luc's disposal, but his enemies will 
be just as lethal. They’ll also be smart Crying Lions 
assassin Jin will be one of the game's most intelligent 
boss characters, which isn't to say the regular enemies 
won't be crafty Unlike most shooting games, WmBatk 
won't assault with enemies who recklessly run into your 
line of fire. Instead, enemies will have a variety of artifi¬ 
cial intelligence patterns to make soldiers lie low during 
gunfights, spring into point-blank range, or 
jump or roll for a surprise attack Luckily 
for gamers, |ean-Luc is a deadeye. 


CRY tad LIONS 


CRYXNGl llons 


3 * 3 • 

BAD' LUCK 


HEIGHTS 5 ’W 
HEIGHTS 115 LBS 
AGE : 53 ' 


HEIGHT 

HEIGHT;.If LBS 
AGEiB'l 
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Misbehaving -vM 

< * v -,t 4 i \ 

Lila's macfwne gun fixed on his head, lean Luc rolls' tiUt 

il help Earners develoo their marksmanshin rurmh* \ VWf \S 


aims his gun, and hits his mark. WinBack will help gamers develop their marksmanship 

pru unt^ino thti oimb'c ircan al u/itU \-\ct~kt Mnkimn \r m '_1 


equipping the game's arsenal with laser sighting As m 
GoldenEye 007, precision aiming will be important, 
since head shots will intlicl more damage than body and 
limb shots Also like the Bond game, characters, includ¬ 
ing Jean-Luc, will respond with appropriate reactions 
suited to wherever they take a bullet lust a single hit to 
the leg could drop lean-Luc to his knees, while a hit to 
the arm could jolt his gun away from his target 


Multiplayer 

Warfare 


Initially, the developers in Japan weren't planning 
on creating a multiplayer mode for ^ 
WinBack. Nowadays, the multi- 

player option is pr< (wired and 
games without them are 

somehow in 

EjH « n- 

■ V 

r>.\ wiped the im« with 
a option. 

jH 

^ m or 

lour variations of "captur. the Lag," 


j WinBack is still very early in f icvci 

opment, so the screen shots are 
barely a taste ot what is to come 
i Even so, the graphics and anima 

tion in |Ik rough version look .itrik- 
P ingly roil, rod th: characters move 

f I naturally and smoothly, cxhibitir 

■Qp A Muntwurk and acrobatics straight i 

put of the action movies. Gaming J 
to a TV screen near you, WnBack should be deploying Jean-Luc, I 
S.C AT,, and explosive N64 adventure in February of 1999. m 
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SAN FRANCISCO RUSH 

Best Lap Times for Track 5 

Timothy Hartuman, Lakeside, MT 
led Rivero, San lose, CA 
Grad Poumival, Manchester, NH 
Inc Eliot, Kirkland, WA 
Paul Yang, Victorville, CA 

SAN FRANCISCO RUSH 

Best Lap Tunes for Track 6 

led Rivero, San lose, CA 
Charles Dascotte, Johns Ion City, IL 
Eric lliol, Kirkland, WA 
Jonathan Ross, St Louis, MO 
Michael Yau, Pittsfield, MA 
Paul Yang, Victorville, CA 
Brad 8oumival, Manchester, NH 


STAR FOX 64 

Most Venomian Units Destroyed (Vol 103) 

Cbm Warren, Lecomplon, KS 1,714 

Michael Damiani, Plano, 1* 1,713 

Robert Hayes, Long Beach, CA 1,713 
Andrew Kacham, Oceanside, CA 1,710 

”” Kevin Pinnegar, Memphis, TN 1,708 

John Cassidy, Westtown, NY 1,706 

Angelo Lozano, Plymouth, IN 1,705 

Robert Gould, Bronx, NY 1,701 

Kevin Rics, North Bend, OH 1,697 

Ryan Chase, San |ose, CA 1,696 

Brian Olson, Albert Lea, MN 1,692 

|ory Flores, San Jose, CA 1,689 

Hanh Nguyen, Baldwin Park, CA 1,687 

Arthur Edmunds, Flower Mound, TX 1,684 
( Corey Mattison, New Hartford, NY l,6Hl 
Clifton Poli, Orlando, FL 1,681 

Simon Dwan, Newhall, CA 1,680 


1:33.34 
1:35.59 
1 '52 73 
1:56 97 
2*03 80 
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P M THE TRIALS 
M OF MR. VILE 

Slosh through - 

Bsnjs-Kazoolu’s Bsbbls Gloop 
Swsmp ts sntsr Mr. Vils's sst* 
ing contsst, Snsp a phots of 
your bast bings, thsu send it to Aress. If your 

score for sny roond is on»of ths —- 

r highsst we receive, yos’ll be 
' feasting yosr eyes on some 

Power Stsmps. 


DEMOLITION 
COMPETITION 
Go on ss N64 rsmpsgs with 
Gsorgs, Lizzy or Rslph to Issvs ths 
— world is 3 pils of rsbbls, 
Clobber buildings, scarf 
down bystsndsrs uud pound ost 
H s Godzill s-sized score for s 

chsncs to he ous of 
Arena's record wrockere. 


EAT MY PROTON DUST 

Tu coincide with thu NS4 spdsts si 
F-Zero, the original versioi) of the 
futuristic hsvsrcrsft rscsr is being 
■ re released by Nistsndo. Tske 
the Sspsr NES gems for s 
spis, thee send ss your best 
timss for sny cosres to sss if 
you qsslify ss beisg Arena’s 
tiing or qsses of ths resd. 


Tl»?» screen shot -ppt ts 
jlsewh jb in tbi».i)wt,w 
rscogntiiefiiiJh 
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Banjo-Kazooie Scavenger Hunt 

To defeat Gruntilda, you must pay dose attention to your surround- 
' ings or you'll fail the witch's wicked quiz. This Rusty Bucket Bay 
brainteaser will require you to pay even more attention to detail, so 
revisit the port to scout out the answers and discover that the bay 
harbors more than just an of rickety steamship. 


(T) How many boats are in the area? 


!ft © On which side of the Rusty Bucket does the sun shine? 


( 5 ) How many stove burners are in the galley? 


What’s Wly Line? 

So many catch phrase* are being 
thrown at gamers, it's getting hard to 
keep those quotables in check. Take 
in the following earful of sayings to 
see if you can identify who said 
(or sang) what in which N64 game. 

"Time for a little payback." 


f f MMtfVV **>>•*»**’«>«*♦*■*• 



(T) What pattern appears on the captain's bedspread? 


@ How many pillows are onboard the ship? 



2) "Groovy." 

"That guy's got a cannon." 


(6) What appears on the buoy flag? 


4) "I lose more boyfriends that way" 

9«V«l.tVVVaf>"ift«ff ff .«V*0««f «VVM«lf ••«? MV.II.fMMMMII 

5) "I hope you choke on my jokes." 


(7) Which whistle sounds like an old jalopy horn? 


(2) How many Flight Pads are in the area? 




• ?'•?«? ... 


‘'That one loo&ns up Hie sinuses." 


>9VV9999l9999|9V9«99999999«rf9H|9|MMM M wM9a9M *•••••«*.« 


Shake! Shake!" 


@ Where is the Rusty Bucket's home port? 


. @ What is the grand total of egg tolls? 


J 


"1 gel knocked down, but I get up 
again." 



NAGANO WINTER OLYMPICS '98 

ffes/ 7mies for the Bobsleigh 

Robert Coutson. Phoenix, AZ 0:42 07 

Wit Workman, Pittsburgh, PA 0:52 25 

Charlie Kin/tr, Walseka, IL 0:52 54 

Sean Mettcr, Concord, CA 0:55.35 

NAGANO WINTER OLYMPICS '98 

Longest K90 Sk$ lumps 

)osh Lipp, Manikin, ND 323 0 

Cameron McDougalt New Westminster, BC 316.0 
Charlie Kinzer, Walseka, II 314.0 

Kyle Houff, Luray, VA 309.5 

Robert Coulson, Phoenix, AZ 309.0 

Wil Workman. Piltsburgh, PA 309.0 

datfde LeRose, Eimhurst, IL 302.0 

Anthony Calabria, Eastey, SC 299.0 

Andrew Sargent, Columbia Heights. MN 295 0 

Bob Drake, Goshem, NY 291 5 

Sian Metier, Concord, CA 270 5 

Aubrey Perry, Oklahoma City, OK 278.5 


P 0 YOU HAVE WHAT IT TAIcBJ? 


Send us challenge ideas or photos of your achievements 
for this month's Arena. If we use your suggestion or if 
you're a top qualifier, you'll receive Super Power 
Stamps and have your name featured in NP. For a 
complete list of qualifiers, surf to www.nmtendo.com. 

HOU TO ee PICTURE PERFECT 

• Include ymir N64 or Super NES in the photo of 
your high score. • Dim the lights, then take a 
few photos without a flash. • tf you're taking a photo 
of a Came Boy, piace it on a flat surface. • Write 
your name, address and Member Number un the 
back of your photo. • The Arena challenges featured 
in this issue must he received no later than 
Oct. 10, 1998. 

E-mail us with challenges and suggestions at: 

arena@nintendu com 
OR send entries to. 

Power Player's Arena. P.O. BOX 97033 
Redmond, WA 98073-9733 
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ANSWERS TO VOLUME 111 
WHO AM I? Link 

PUTTING THINGS IN PERSPECTIVE 

1 1080° Snuwbowdmg 

2 Banjo Ka7ooic 

3 OukE Nukem 64 

4 GoldtnEye DD7 

5 Mulli Racing Championship 

6 San Francisco Rush 

MAY I BUY A VOWEL? 

JlAeroGauqe 2) Clue 3) Aladdin 
4) Quake 5) Doom 6) Mace Tbr Dsik 
Aye 7) Zoop Q) Ogre Battle 
9) Illusion of Gaia 10) Mega Man 
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BLITZ 



• Midwoy/128 Megeblle 

• 1 or 2 players slmolteneous 

• Cottrollar and Rumble Pak compel Idle 

• Craale-Yoor-Owc-Play optloe 

• NFL licetst 


wz ®SD- 4r»ii 
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Gruntin’ on the gridiron. 

|ix-r i iiv i M Even though it's the first N64 pa me from 
Midway s Chicago 
development team, 

Blit* turned out great 
They recreated the 
look sound and feel 
of the hit arcade ver¬ 
sion of Blitz 
Excellent camera 
movement keeps you 
focused on the ball and the action Great player amma 
lion, particularly fur celebrations and punishment after the 
play, adds to the fun 

l LJSt hk 0 Jn arcade game, Blitz uses 
a simple control sc heme that emphasizes speed over com¬ 
plexity Even newbies will get into the action instantly 



ft!TiUUM!]£U!MI 

All the features and plays found in the arcade game were 
included, plus the N64 version has Rumble Pak support 


and the custom Play Editor for creating your own plays 

tf you like football, and if you like last 
arcade action, you'll like Blitz From the smooth graphics 
to the attitude of the play announcers, the presentation 
is first class The game action is intuitive, intense 
and involving 

t-'T'j"!"! The comments and sound etiects from the 
Held acid to the atmosphere ol the game 
fl'iiiWUjkH Scott- One ot the best arcade 
adaptations for the N64 Terry -It's more tun to 
play against a human opponent than the 
CPU . Paul-The addition of the Play Editor 
makes this a top sports pick 
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The fastest N64 racer on-or off—the planet. 

speed is everything in F-Zero X The devel¬ 
opment learn .if Nintendo wanted the experience to be 
leveling, whether one person was playing or four They 
succeeded Multiple camera views allow players to pick 
I heir per*pec tives The graphics are futuristic and dean 

t-2ero X's greatest achievement may 
be lhe silky play control, even at the incredible speeds of 
the game Like most Miyamoto and EAD products, mak¬ 
ing the play control intuitive is the number one job For 
racers this is as t,ood as it gets 

The tracks are varied and full of surpris 
< s, including wicked jumps inside-out tracks, and killer 
curves Although some oi the irack names and themes 
were borrowed from the classic Super NE5 game, all the 
tracks in this game' are new The four-player mode is a 
huge addilion 1 o this sequel 


It you enjoy racing or high velocities, you It love F-Zeio X 
If you’re expecting something radically different trom the 
Super NFS style of game, you may be disappointed 
Pf'JVl Some of the tunes were borrowed from the 
original F-Zero New music would have been better 
Iffi* III "41)1^1 Scott- The speed, variety and play 
I LlJB j w 1 ( ontrol put F-Zero 

^ J in class all by 

fc fgKy ErV--^ -WVfl W< - / HI ( 
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F-ZERO H 

• Nlntendo/128 Meoablts 


• 1 lo 4 players simultaneous 


• 24 tracks 

■ 

• 30 vehlclce 

r*nn 

*60 tremee per second 
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OVERALL RATING 
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CRUISTl UIORLD 

j • Hintsndo/90 Meoablts * Bga 

■ • 1 to 4 players simultaneous Lf£l 

1 • Controller end Rumble Pok compatible mSSd 
• 13 tracks 

3 

• 12 cars (plus hidden vehicles) 

• Cruis’n end Championship Modes 



An arcade hit gets even better for the N64. 

fe£ffih0 c iuis'h World looks and plays better than 
Midways arcade game thanks to a super effort by the 
development team at Eurocom From excellent frame rates 
to textures that swap out at high speed to give a realistic 
motion blur the second Cruisfn game does it all 

ruis'n USA Ians will notice the supe- 
uor pla^ control of lhis sequel at the very first turn 

is tight and 
smooth Even better, 
drivers can makespe- 
< id I moves, some of 

I he biggest difference 
between the N64 
arcade games ts 


the addition ol the 
ChamjJionship Mode, m which Facers < ruise on laplrac ks 
The options provide customization for just about every 
thin g you could w anl, including Rumble Pak options 

Excellent graphics, play control track 
variety, multiplayer races, special moves and options all 
add up to the best Cruis'n game ever. 

HUM Even the sound stands out The music includes 
lhemes based on the geographic location ol trac ks The 
s ound effects a re right on track, as well 
WlHlllhff H Todd-There's a tot more to the garni 
than I tirst realized It gets tougher as you go __ 
Sonja-/f's not often that the sequel is better 
than the original, but this game is surprising 
ly good Ed- The flip tricks are a cool addi- , '" s 
tion, but I never had a real feeling of speed 
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GEH 6N: BITTER THE GECKO 


Crystal Oynamica/128 Megabits 
1 player 

Controller Pak compatible 
25 stages 


EVERYONE 


© 




SCORES 


J-8J 


Great Gexpectations! 

Gexceilenl animation and lots of fun details 
till every world Gex himself has tons of attitude The only 
problem comes from the camera position when you try to 
shift the view near walls 

Gex teels a little skittish at the start, 
which might be expected from a gecko, but you'll learn to 
compensate tor the looseness in a short time After that, it 
tee Is very natural 

|7,ifiT£tY;(-iiifj] The mix ot humor and action in widely 
vaned worlds works very well in Gex Regular stages give 
players several main tasks, but there are hidden goals, as 
well plus honus stages and boss stages 

A two- or tour-1izard mode would have 
been Gexutmg, but we'll just have to live with a single 
Gex Otherwise, Gex 64 pulls almost all the right strings 
If there's any weakness, n s that few stages have a true 
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white-knuckle chal¬ 
lenge T he enemies 
aren't verv smart 

mm 

Dana Gould's com 
ments are funny and 
sometimes surprising, 
but after repeat perfor 
mances, eventually 
even these comments 
get old The theme music is always well suited to 
the stage 

Scott -Gexploration is the name 
ot the game Paul-/ love the trashy, pop 
culture references Jason-As slick as anv 
non-Rare game can get Banfo-hte 
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OVERALL RATING 



Does practice make perfect in Konami’s Deadly Arts? 

Konami turned to the popular amme style of sev< 
characters tor this 3 D tournament fighter with the result not 
lhat it looks like a lot of other fighters with very little to set tag 
it apart That is until you create your own fighters and let Cre. 
your imagination run wild Arenas have some nice details bee 
mcl fighter 


interact with some background elements. 
1 You'll have almost as much luck mash- 

mg buttons as learning 
the long list of moves 
* Controller response is 

I but game uses 

i - 

n 

< oni is 


OVERALL RATING | 


• K^nami/i: Megabits 

• 1 or 2 players simultannaus 

• Controller and Rumble Irik Compatibla 

• Gnat 5-3-Fight tr option 

• Tournament, Tr im and Tag Mods 
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KniFE EDGE 

• Kemco/64 Megabits 

• 1 to 4 players simultaneous 

• Rumble Pak compatible 

• 4 game modes 
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A nose gunner nightmare on Mars. 

MMI 1 W The !* ndscapes aad enemies have a sharp 
sci-li look explosions and special erteits also look cool 
Since your Knife Edge fighter moves along a pre-set track 
the camera angles are all set The camera otten jerks away 
irom a t arget too last and doesn't give you a straight shot 

This game t.ikes some getting used to, 
and even once you've ligured out ihp hasu s the speed of 
the game makes for a 
great c hallenge 

Knife Edge breaks 
ground on the Nb4 as 
the tirst torced- 
scrolling, shooter-on- ** uM 

a-track Basically, n\ 
a highly animated 


target-shouting game SHH 

^■th a s< i fi iheme The multiplayer option is i met extra 

| For players who want a shooting < hat 
ienge, or lor those who want a last multiplayer game 
Kmte Edge fits the bill Other players may be disappoint 
ed that they don't get to fly the spacecraft in missions 
there's a feeling of just being along tor the ride even 
though you can select different paths 
ejHUi-1 The sound effects and music are good enough 
so (hat you won t turn them off, but not so good ih.it 
you'll want a CD 

Scott-/ redly wanted to tly t 
dvp Target prat ttce on Mars just isn 7 enough 
Dar\-Mmdless tun never got so mindless 
Todd Aiming /s too difficult Jason-ft seems 
I invit'd, hut there s ,i sense of urgent \ 
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OVEHALI RATING 


^EJKHKTTHEB E^JEnTCTg JHB fl&ftms 


EUHLURTORS 

Our evaluators have spent years 
playing and evaluating games for 
Nintendo and Nintendo Power. They 
all have their favorite categories, but 
they play and evaluate every game 
we receive. Follow your favorite pro 
in each issue's Now Playing. 


u. iWwnturr. 


Jt . . MUHItUKY 5port. 


•SBorta.Puutu, action 


wr**»e»-f gating, action Spurt. 


JAT < -4duantum .iction, Puumi 



-ftOfttlfKJ. Sonrt* Swruiauon. 


scBlie*>^aii SfmMUHu. AMMurti 


UDMJA-Puurlu, RPC. Hunting 


ienMvrimi-imcs simutotuun, t»* 


» OflO-SporM, flEWun. novantyreii 


I 


RRTinGS 

Each Power Meter c ittgory is weighted to reflect its 
overall importance. We feel that Satisfaction and Game 
Design are the most important treat, dosely followed 
by Play Control and Graphics. Sound tends to be lets 
important for most games, --- \ 
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AGE RRTinGS 

Mjmm 

m 

All Ages 

These are the official ratings from 

m 

BlflB 

IB1MN 


the Entertainment Software 

1 1 

Early 

Ratings Board that reflect appro¬ 

+ *mm 

TffN 

CtiliiUvnotl 

priate ages for players. To contact 


Teen 

the ESRB, call 1-800-771-3772. 

MAtUHi 

II3+J 




prior to the commonct'- 
-s - r mant of thu rntlnijs 
-system mre clBBlgnatoct IM««. 
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BnateLs 


The buzs begins 


" 


c 


* 


Its hockey season Mraatly? 


nyviuH 


v > L- 


L-~H 


Finely 0 racer that makes cents. 




Probing Extrema- G l 








Hanes eu Hesbraa first N64 title. 
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NINTENDO TAKES BLAME 


TOPEKA, KANSAS - Sightings ot strange 
creatures in the vicinity of Topeka, Kansas 
have been identified as the precursors to an 
invasion of Pokemon in North America. 
These cute but mysterious creatures from 
lapan are the first in what is expected to be 
a tidal wave of Pokemon to arrive this fall 
According to Oail Tilden, 

Nintendo's Supreme 
Commander of Pokemon 
forces in North America, 
the full-scale invasion will 
begin on August 27th and 
escalate over the following 
month until the red and 
blue Game Boy Pokemon 
games are released at the 
end of September Why 
begin an invasion in Topeka* "In the 
Pokemon language," Commander Tilden 
explains, "Topeka is translated as Topeka- 
chu tt just seemed a natural place to start " 
Meanwhile, an unnamed source at 
Nintendo of America has revealed the top 
secret invasion plans, including primary 
targets Ten special VW Beetles disguised to 
look like a Pikachu-a character that will be 
starring in the Pokemon animated TV series 
beginning on September 7th-will spread 
across the United States, heading for ten 


strategic urban locations including Topeka, 
Tampa, Boston, Atlanta, Denver 
Minneapolis, Dallas, San Francisco, Los 
Angeles, Cincinnati and Seattle Citizens 
are urged to approach these seemingly 
friendly invaders with caution "It takes 
courage, dedication and a lot of Game Boy 

hours to capture all 


“It take* courage, 
dedication and a 
lot of Gano Boy 
hour* to capture 
all 150 Bokiaon," 


—*•11 TUd«n, Supr«a« 
CoMandcr of Fokinm 


150 Pokemon/ 
advises Commander 
Tilden Therein lies 
the great potential ot 
a Pokemon inva¬ 
sion. There are 
simply so many ol 
the creatures to 
collect that people 


will likely become 
obsessed, as they have in lapan In 
little more than two years, that island nation 
has been reduced to a state oi Pokemon 
preoccupation Could it happen here* "We 
hope so," says Tilden "Our allied invasion 
force also includes promotions with KFC, 
bean bag Pokemon, and collectible figures 
from Hasbro" So the million dollar ques 
tfon is, can anything stop this invasion* Wl 
asked Pikachu, the star ot the Pokemon TV 
show, to comment Mysteriously, it replied, 
"Pika pika*" We tear the beginning is near 
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(act, with a Rumble Pak plugged into your 
controller, you can feel it 

Mode meltdown 

There are so many modes and options in 
Madden NFL '99 thal you may spend days 
just trying them all Game modes include 
exhihition, season, custom season, fran¬ 
chise, tournament, tantasy draft, and prac¬ 
tice The Franchise Mode lets you guide a 
team over a number of seasons, so you can 
huild a dynasty to rival the 49ers, Packers 
or Cowhoys of recent years The Practice 
Mode puts you on the field in a practice 
facility where you can run plays against a 
CPU defense until you master them. Both 
of these modes are great improvements to 
this year's game As for team selection, in 
addition to the current NFL squads, you 
can select from more than 60 of the best 
teams in history, back lo the 1964 Browns 


A Sports learned a hard lesson last 
year with the release of its first 
Madden foothall game 
for the N64. You can't 
make it in the dog-eai- 
dog business of sports 
video games without 
the official licenses In 
the football wars last 
year. Acclaim's NFL 
Quarterback Club '98 
cleaned up, in large 
part because it offered 
all the goodies Madden 64, based on the 
longtime leading football series in the 


game modes than evei 
before, ihe best play 


selection options 
around, and anima¬ 
tion that is as 
smooth and realistic 
is the action in 
World Cup Soccer Every character moves 
with ultra-realistic animation that reflects 
the play called and the situation on the 
field When you check out a play in Instant 
Replay Mode, you'll see that players take 
every step, lean into their blocks and leap 
to catch passes The smooth-skinned mod¬ 
els are so real that you almost feel as if you 
could touch them For the ultimate real¬ 
ism, though, put yourself in the middle of 
the action with the helmet-cam view. You 
may not win a lot of games this way, hut 
you can practically feel tiie punishment In 


industry, lacked the NFL license. In spite ol 
its good reputation and excellent play. 
Madden 64 was outsold by a large margin 

A Madden future 

This year, with Madden NFL '99, all of that 
has changed. EA Sports has pulled out all 
the stops to recapture its traditional leader¬ 
ship in the video game football category 
The EA Sports team, and the developers at 
Tiburon, have included all the licenses 
you could want, plus hi-res graphics, more 


Play-by-Play 

But the real test takes place on the field, 
' and that's where the new Madden truly 
shines As always, the play selection and 
play control are intuitive and sharp 
Players can set up their favorite Controller 
configurations and game settings, then 
save the profile on a Controller Pak 
Madden NEL '99 supporls both the 
Controller Pak for saving seasons and 
other data and the Rumhle Pak for direct 
leedback The Al on the field may be the 
most impressive part nt the game, since 
every character on offense and defense 
seems to carry out assignments and react 
to the play as it develops To sum up, 
Madden is back and the football wars have 
(list begun 


This year it really is in the gane. 
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uck Bumble from 
Ubi Soft is no ordi¬ 
nary humble bee, nor is it 
an ordinary N64 game. The 
mix of exploration, aerial 
battles, humor and adven¬ 
ture makes for a truly capti¬ 
vating game Recently, we 
played a nearly finished 
version of Buck Bumble and 
found that it exceeded our 
expectations on virtually every 
front Buck can carry up to 
eleven weapons, such as a 
fusion cannon or guided missiles (which 
you can guide on screen), as he seeks to 
destroy the invading herd of alien insects 
Missions consist of clearing 3-D areas of 


enemies, opening 
doors, finding secrets 
and solving puzzles. 
The levels take place 
in a garden, a forest, a 
house and subter¬ 
ranean tunnels The 
environmental scale 
is bee-sized, of 
course, so human implements 
appear huge The action 
involves everything from hunt¬ 
ing down herd enemies and 
destroying their high-tech 
bases to lapping up nectar in order to 
restore Buck's energy Well have a full 
preview of Buck Bumble next month, 
preceding the game's release in November 



SPORTS ON THE ICE AT LAS1 





he N64 version of NHL 
'99 is on the way, and it 
looks like a formidable 
challenger to the Gretzky 
dynasty, although it's more of 
true simulation The develop¬ 
ment team at EA Canada sent 
Pak Watch a preview version 
of the game that looked better 
than most finished games The animation 
looks like televised action, a result of LA's 
motion-capture of NHL players such as 
Markus Naslund, Maltias Ohlund and 
Donald Brashear, of (he Vancouver 
Canucks, and Mike Sillmger and |ohn 
Vanbiesbrouck, of the Philadelphia Flyers 
The Al seems realistic 
because it's based on the 
insights of Stanley Cup- 
wmnmg coach Marc 


Crawford And the 
voice-over sounds 
realistic because 
ESPN commenta¬ 
tor Bill Clement 
adds some of the 
most enthusiastic 
play announcing 
in any video 
game Other features include analog con¬ 
trol, 27 NHl arenas, Controller and 
Rumble Pak support, 18 top international 
teams, one- to four-player matches, expan¬ 
sion draft for the Nashville Predators, hot 
and cold streaks for players during a sea¬ 
son, multiple game strategies that can be 


accessed during game play and a ne> 
Beginner Level that makes NHL '99 a sna 


to learn EA Sports plans to release NHL ‘9 
in November, it's going to he hard t 
wait that long 
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do s Astro Ltines combines one ol 
America's favorite family sports 
with a nutty cast ot aliens, 
robots and humanoids 
The result ot this mix tor 
this N64 title from Crave 
Entertainment is beginning 
to look promising, particu 
larly because ot special 
items that alter the bowl 
ing ball and an innovative 
multiplayer mode The 
use ot items that can 
shrink, expand, or in other 
ways warp the hall gives 
players an added strategy 
That s particularly impor 
lant since many ot thi 
lanes m Milo's are serious 
ly warped themselves, leaturrng pits, 
bumps, and other obstacles In an exclusive 
Nintendo Power play test ot a fire alpha 
version ot the game, Milo's creative direc¬ 
tor and designer from Player 1 (icorge 


Weis mg, enthusi mk iI J\ demonstrated the 
range or the madness We were most 

impressed with the use 01 
special items in the multi¬ 
player mode Heres how it 
works players attempt to 
gather special item stars 
when they appear on the 
lanes While the player is 
bowling they can use the 
items to enhance then 
(hances ot getting a strike 
or a spare But when one of 
the other three plavers ^ 
bowling, the items belong 
mg to the remaining player^ 
turn into anti-specials then 
t an be used to mess up the 
current howlers throw The 
(urn ill bow lei can counter these wicked 
attacks by using one ol his or her own 
specials So m addition to the evading 
physics ot howling including pow'er and 
spin Milo's placers must toniend with 


bowling halls lurning into marbles and 
goo on the lane Bowling may never he 
the same 
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Trio's Penny Racers appeared on the Pak 
Watch doorstep like a little lost 
puppy-completely unexpected, but cute, 
fuzzy and fun. The game sports toyish cars 
based on the Penny Racer line of mini-vehi¬ 
cles, It also features cartoonish graphics in 
settings such as a port town and the moun¬ 
tains. The racing takes place at a slower 
pace, making it ideal for younger players. 
But the best part of this hill release is the 
presence of a track editor. Players can 
build entire tracks and save on Controller 
Paks. They can place the curves, slopes, 
puddles and obstacles, then take their cus¬ 
tom tracks to a friend's house to give them 
a challenge. Penny Racers may not move at 
the speed of F-Zero X, but it goes where no 
other racer has gone to date. 




















B«hind th« scenes of gasie deTslopeent 


NEW 


mce the release ot its first N6-4 title, 
lurok Dinosaur Hunter, the once 
floundering Acclaim has charted a new 
course tor itseit and game publishers 
throughout the industry Less than two 
years later. Acclaim stands atop the video 

game world, rubbing shoul¬ 
ders with Rare and 
t^mtendo Gamers now 
/expect Acclaim to 
produce hits like 
Turok Forsaken, All- 
Star Baseball, WWF 
Warzone and NFL 
Quarterback Club '98 
as a matter ot course 
So how did a compa¬ 
ny once known tor big 
licenses and big duds 


gain such a golden reputation? A large part 
of the answer conies trom Acclaim's super 
studio system 


Five Is better 
then one 

Acclaim has live development studios in 
Texas, Utah, New York, and two in 
England," explains Gregory Fischbath 
Cochairman and president ot Acclaim 
Entertainment “All of the studios work 
together to create product The really great 
thing about our structure is that when a 
new technology is developed tor one 
game, it is shared with all the studios and 
incorporated into other games In recent 
visits to Iguana, Iguana West and Probe, 
your Pak Watch reporters witnessed a 
remarkable exchange of ideas and tech¬ 
nologies between the studios, just as 
*regory described In all, Acclaim now has 
over 450 development people located at 
the five studios That's more 
development people than at 
Rare and Nintendo's EAD 
group combined But what 
the Acclaim studios have in 
common with Rare and 
Nintendo is the ability to 


Probe's Extreme-G 2 development team set out to 
make the game faster and friendlier The creation 
of wider tracks was a big improvement 


tincl talented programmers, designers and 
artists, without which the creation of great 
games isn't possible 


For tha record 


When vou think of Acclaim, you don t 
think ot titles such as Super Star Wars, Aero 
the Acro-Bat and NCAA Basketball, but the 
studios in the Acclaim family were respon¬ 
sible tor all ot these hits They 
used to develop games tor 


awesome, but one of the beet 
feature s-the eoimd-cen't he 
shown ie e screen shot fn this 
yeer's geme, players can break 
the sound barrier on their 
bikes, causing an audible shift 
in the sound. It's another way 
of giving players e sense of 
incredibio speed. 
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ing ot resources, talent and 
knowledge, combined with 
some ot the best programming 
talent on both sides of the 
Atlantic is a hard combination 
to beat 

Bxtrene 
iuprovenents 

In practice, the studio concept 
has paid off with great titles 
Fxtreme-G 2 is a case in point. 
The development team at 
Probe sent out versions of the 
game to the other studios for 
feedback, and they've used 
every platform, but no more 'Turok the comments they received to make the 
Dinosaur Hunter really opened our eyes game better This year's Extreme-G features 
with regard to the capa- 

“Th« really great thing 
about our structure is that 
when a new technology is 
developed for one gaae y it is 
shared with all the studios 
and incorporated into 
other gases. 11 


The newtracks pass through cities, ruins, and evena jungto Tracks 
will have jumps, loops, weapon upgrades and secret shortcuts 
There's also 3 new map feature and a rearview mirror 


bilities of the Nintendo 
64," confessed Gregory 
Fischbach "For the first 
time ever we were able 
to take a first-person 
shooter out of the dark 
and gloomy corridor and 
into a lush and colorful 
jungle setting Following 
Turok, the Nintendo 64 
quickly became our 
developers' system of 


—Gregory Fischbach, cochair nan and 
president or Acdain Sntortalnnont 


choice" With WWF 
''Nan one, NFL Quarterback Club '99 and greater depth, new hikes and 
Turok 2 ready to set new sales records this better play control, a vastly 
fall, it looks like Acclaim has become the improved multiplayer 
publisher of choice for N64 gamers mode, more animation 

So where’s East 
Croydon? 


Fast Croydorv-a suburb south 
of London-is where Probe Enter¬ 
tainment makes its home There in a 
modern office building, one ot two 
British studios in the Acclaim family 
is busily finishing Exlreme-G 2. In a 
recent visit, we asked the team 
about their experiences working 
within the Acclaim studio structure 
The development team said that 
programmers share code, special 
tools and knowledge of the N64 
and its many secrets Artists may 
lend a hand where it's needed as a 
project nears completion And 
games are play-tested by the 
other studios to provide critical 
feedback to the designers The shar- 


around the tracks and 
a cast of unruly char¬ 
acters to drive the 
extreme machines. 

Each of the three 
tracks has three variations, so players 
actually have 36 tracks to master-that's 
about three times the depth as last year's 
game The tracks themselves have been 
widened to accommodate the high speeds 
of the bikes-another request of testers-and 
the camera AJ makes subtle adjustments to 
help players see around corners. Other 
touches include rich, ambient sound 
effects and great lighting effects This is a 
highly refined Extreme-G, and the studio 
structure helped the team finish it in less 
than 12 months 

Well-deserved 

Acclaia 

The result of Acclaim's expert management 
of the studios is another extraordinary crop 
of games headed your way this fall. 
With this kind of success, we will certainly 
see other publishers attempt to put together 
their own super studio systems 
Soaring development costs and advancing 
technology make it difficult for small 
developers to survive Thanks to Acclaim, 
we've seen how big companies can main¬ 
tain the creativity and dynamics of close 
development groups 


At Iguana Entertainment, Turok 2 is nearly done 
It's expected to be one of the biggest hits of the 
year, suggesting Acclaim is right on target 
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What’s hraaklng in the world of 


Hogues’ paradise 

Lucas,irts sent us .1 couple of exclusive 
screen shots of Star Wars Rogue Squadron 
featuring intense tighter action, Lucasarte, 
and Factor 5-an N64 developer located in 
Germany and San Rafael Calitornia-are 
pulling out all the graphic and audio stops 
for this December release With some ol 
the coolest looking spaceship models in the 
gaming world, excellent special lighting 
effects, and the most powerful soundtrack 
imaginable, Rogue Squadron promises to 
be an incredible play 



Give Hasbro a hand 

Hasbro Interactive's first N64 game may 
well turn into the surprise action hit of the 
fall GLOVER is a little guy who comes to 
life when a wizard drops his glove into a 
magical cauldron Then the wizard tails 
into a hole and only GLOVER can save 
him To do that, GLOVER must recover a 
bunch of gems, which have turned into 
beach balls. Okay, so it all sounds a little 
silly But the game is full of variety and def¬ 
initely worth a look The fun part is figuring 



out the many ways that GLOVER can carry, 
push, throw, drihble and otherwise trans¬ 
port the hall through stages filled with 
obstacles, enemies and collectihle items 
The development team at U.K -based 
Interactive Studios seems to have mastered 
the N(>4 in record speed Let's give 'em a 
hand 

Shift into overdrive 

Our most recent look at Top Gear 
Overdrive showed beautifully rendered 
road courses full of flowing waterfalls, 
specular highlights, and interactive back¬ 
grounds. Overdrive will have other arcade 
elements, as well, such as Nitro boosts and 
cash that you can use to upgrade your car 



or huy a new model Since this racer is due 
tor release m November, the team at 
Snowhlmd should be shifting into over¬ 
drive right about now. 

Utopian dreams 

A new N64 developer called Utopia 
Technologies out of Dallas and the Big 
Apple is working on several games, includ¬ 
ing Montezuma's Return shown here The 
idea behind Monte is that you are a sort of 



Indiana (ones hunter ot antiquities particu¬ 
larly those left by the ancient ruler of the 
Aztecs The game takes place in interactive 
5-D environments featuring first-person 
action But this isn't your standard shooter 
In tact, it's not a shooter at all, but more of 
an adventure featuring platform action and 
a range of movements, puzzles, obstacles 
and enemies Since Utopia is looking for a 
publisher, there is no release date set at this 
time But it looks like a sure bet thal 
Montezuma will return soon 

News wrap-up 

Let's start oft wilh Mickey Mouse 
Capcom's Hrst N64 title will be Magical 
Tetris Challenge Featuring Mickey. Tht 
Tetns-based puzzle game will feature other 
Disney characters, as well, such as Minnie 
Mouse, Donald Duck, Goofy and had guys 
like Pete and the Big Bad Wolf The game 
which Captom hopes to release by the end 
of the year, is virtually finished and 
includes both Puzzle and Vs Modes In a 
related update, it seems that the volatile 
lale of Gametek's Rohotech is Imally over 
Capcom was going to distribute the game, 
hut Gametek has closed up shop, which 
suggests that Rohotech’ Crystal Dream i$ 
Imally dead RIP 

On a cheerier note, Crave Entertainment 
is just gearing up to develop and 
publish a truckload of N64 and Game Boy 
titles over the next year On the Nt>4 side. 
Virtual Pool M is deep in development and 
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COMING SOON 


on sc h<-chile Ir.ivo also |il.ins Iu develop No 4 
games based < in Asiemids ,irul Balllcvune Inr .1 
I.1I0 W release OnlheCuime Boy Color Ironl, 
( mv( is woiking nn (,e\ 5 I) and Pill,ill 5 D 
plus six more 1 1 illos lur l l )W Wo should have 
some pus on Pool, C.e\ and Pill,ill novl 
munih 

Midway alsu h,is <1 herd ul games cm I hi 
w i\ int hiding Mk ro M it limes V ] \\{ siu 



Xler * Machines T3 


in early version of Ihe dimmuhvc nm, whim 
t)k< s place in .in oversized world with Icensv 
< nsy c ars 

You d 1 hi nk ih.it III us would have ils hands 
lull wilh Roadsters '<>8 and Superman, IhiI ih< 
lomp.iny roienlly announced lh.il il will also 
publish kindle He its lur I lie NM in Ihe liN 
quarter ol '9*> On the Superman trunk it now 
looks as I hough Ihe release dale will be mid 
November The' first shipment ol Superman 
will he a codec lible edition lealunng an orij^i- 
ml < umic I rum IX C omic s 

Can there ever lie enough Busl-A-Moves' 
App.irenlly nol Acclaim has finished Bin 
A Move i fen ihe NM, vvhuh features a new 
tnur-player option and all-new puzzles 

And tMidily, hum JDO, which is now a 
mulliplaiiocin developer BallleTanx has rum 
hluI unlo the siene wifh some interesting 
scenes showing urban devastation Ralllelanx 
will UMlurc' single and mulliplayer modes 
w hiding 1 four pkiyer bailie royale 
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The Lost World beckons...and 
vou know you can't refuse. 


Next month, open our Turok 2 
survival kit and prepare to be 
blown away by the game's new 
weapon arsenal and deadly 
Dinosoid armies. 


NI = B QUARTERBACK CLUB '99 

MADDEN NEL '99 

Xi'-' La * Y^ at y» c at 

Nintendo whether the> thought QB 

\ V Vl iron game for the N64. With the 

■ >i 1 new season upon us, and the 

t: l k • Jl J I upcoming release of Acclaim's NfL 

rrnrmr^r*~^^^lh 1 Q u ®** Br * :,ac jL ^ub '99 and EA 
®5? J Sports' Madden NFL '99, we're ask- 

E gi ■> — -■ &- ■ „ - ,rC ^ ,en * to score this year's crop. 

Watch the turf fly as the experts 
— 4 sound off-H's better than a quarter- 

back controversy. 


you might have tf* y- - 

been the World ^ 

Hci? y w eight 
Champion in J ' 

WCW VS. NVVO j . ^ 

World Tour, but 

that was last yearl . . ri 

The stars of the ^- 

WCW and, the renegades from the NWO are back 
looking for revenge in TWO'S latest and possibly 
greatest wrestling ■*'< 1 . 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



